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Hello Vidkids!  —-s—_ | 4 _ | | 


Welcome to 1-Up MegaZine,. Issue #3.. For those new to 1-Up, our publication = 
represents the ghost of video game future; a world where secret golden coins 


and 
power-ups emerge out of the ruins (broken blocks), and everyone can live as many 


Jives, as they earn. J1-Up is the place’ you go when you set.the controller .down-- 


. if only for a moment--to invesitigate the meaning of games and your. fantastical 
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We! ve gone  bemaiaidie sd Jules ee ap Sees ee at _1-Up HQ lately; for.one, there’s ~ 


the. change in format. As our publication grows and takes shape, so must our 


| 
: production methods. 


With the last two issues produced the old-fashioned Xeroxed 
stapled, and silkscreened way, it was becoming impossible for us to keep. up with 


demand. This was both a_ blessing and a curse. From all my time spent at Kinko's, 


I became so Skilled lat: fixing copy machines that customers,would askime for. came aie 


Though punk rock zining is the only way that any decent magazine should start, 
we felt it was time to. put the long nights at Kinko’s to an end (Though copy | 


machine,repair can always be a backup if this whole video.game.zine|and grad 
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| _|Please enjoy this issue of 1-Up MegaZine, 


— reduce 


school thing. doesn’t pan out). 7 


ve — —_ 


By expanding, to the journal format, we are able pack in even more bloodshot- 
eyed stories|from the video game front 


.__ the professional binding ‘should also 
1-Up volunteer staff papercuts and incidents of the dreaded “stapler 


In this issue, we’ve included the superlative Street Fighter 2 section, 
Animal Crossing commentary, instructions on how,to build the! Graph Paper. 

Arcade Cabinet and more. We’ve also brought in a crew of very talented artists, 
in¢luding Jordan Crane, Sammy Harkham, 


four. | 


Megan Whitmarsh, and kozyndan to help 
. However, with all.the upgrades, 


beautify our pages we still strive to maintain 
a personalized vision of videogametopia alongside lovingly handmade elements 
Reem Ot Loti end eratiy, eles | 


Paes ilo B-: 
issue could never have been possible without the hard work of our contributors 
and the support of our readers. 


and let us know what you think 


Thank, you!) 
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8 Bits 
10 News 
12 c-trl 


14 The Classic Gaming 
Expo 


16 The E3 2003 


Superlist 


20 River Raid Institute 


24 Bis Interview 


28 Jill Played Atari 


32 World 1-1 


34 Billy “Perfect Pac- 


Man” Mitchell 


40 Skee-Ball 


42 The First Time | 
Played Asteroids 


46 Atari Video Music 


pixilated flotsam and jetsam 
from the video game front 


knows how to rock a Mac LAN party 
an intimate gathering of geeks 


ranging from awesome to awful 


higher learning for hi-score addicts 
by Todd Urick, illustrated by John Pham 


popstars chat about the vids 
by Justin Fogle, illustrated by Saelee Oh 


recollections of a cool girl and her console 
by Gus Mastrapa, illustrated by Souther Salazar 


illustration by Laura Martin, circa 1984 
interview with a world record rockstar 
Illustrated by Jordan Crane 

gamboys are cuter 

by Dave Kiersh 

was full of wonder and peril 


A comic by Martin Cendreda 


be the life of your party 
by Greg Fiering and Matthew Salata 


48 Street Fighter II 
Super Section 


70 Game Wanderlust: 
interview with DB Weiss 


74 This Animal Life: 
Animal Crossing 


78 Army of None: 
America’s Army 


82 The Graph Paper 
Arcade 


84 Ethnic Cleansing Is 
Not a Game 


96 Arcade Profile: The 
Reagan Years 


88 Reviews 


90 Letters 


92 Power Ups 
96 Contributor Data 


97 BASIC Training 


98 Untitled 


a collection of fightin’ ephemera featuring: 
Quarter Circle Punch, Tales of a Street Fighter 2 Girl Nerd, 
Blister, Bonus Rounds, review of Bang the Machine and 
more 


the great American video game novelist 


by Chris Baker, illustrated by Martin Cendreda 


and lifestyle gaming, a perennial pastime 
by Gus Mastrapa 


through the eyes of a non-militarist 
by Mike Benson, illustrated by kozyndan 


make your own stand up cabinet 


by Eben Miller 


neo-Nazi virtual hate crime in an FPS 


the '80’s themed arcade is even better with time 


music, Zines, and comics 
by Julie Kim, Kim Haden, and Raina Lee 


Snail and electronic 


read and wear 7-UP 


who we are 


programming is easy and fun 
by Ed Hanson, Mark Dischler and John Pham 


by Greg Fiering 


Unless otherwise noted, all photos and uncredited writing by Raina Lee 
Sidebar quotes: Street Fighter 2 Haikus by John Pham, Video Game 
Haikus by Chris Cummins, Video Game Teachings by Kenny Wright. 
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End Level Boss 


Raina Lee 


Art Avatar 
John Pham 


Contributors 

Chris Baker, Mike Benson, Martin Cendreda, Jordan Crane, Chris Cummins, 
Mark Dischler, Greg Fiering, Justin Fogle, Kim Haden, Sammy Harkham, Dave 
Kiersh, Julie Kim, kozyndan, Laura Martin, Gus Mastrapa, Eben Miller, Saelee 
Oh, Matthew Salata, Souther Salazar, Todd Urick, Megan Whitmarsh, and 
Kenny Wright. 


Copyeditors 
Mike Benson, Tina Chang, Gus Mastrapa, Raymond Padilla, and Alexis 
Rambaud. 


Thanks to: 

The contributors, Walter Day, Billy Mitchell, the Minibosses, Jeff Gregory, Martin and 
Jenny, Meltdown Comics, Kyoshi, Dustin of Anthem, Leilani Trujillo, GBA Street Fighter 2, 
John Frusciante, the Phams/Nguyens, Jeff, Patty, Aristotle, Argus, Leway, Lijay, Tigre the 
Wonderdog and Mrs. Lee. 


Printed in Canada, grown in Los Angeles, and published by Raina Lee. No avatars were 
harmed in the production of this issue. 


For comments, submmissions, or ad information please contact: 


1-Up Zine 

PO. Box. 361153 

Los Angeles, CA 90036 
raina@ 1up-zine.com 
1up-zine.com 


For back issues, please email orders@1up-zine.com. 
For distribution, please order from Last Gasp. 
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(| Stuff We Love 


1. GBA SP: So sexy! 

2. Halo LAN parties: | used to give my teenage cousins shit for attending 
LAN parties, but now | can’t wait to go to another one. Two floors, four 
rooms, 16 players, and brilliant handles like “Your Mom” and “Saddam.” 

3. 1-Up release party: Our first ever bash will be at Meltdown Comics 
Hollywood! 

4. Kylie Minogue: We love Kylie! La la la la la la la... 

5. Animal Crossing: Conspicuous consumption has never been this cute. 
My character Strimma (named after an Ikea lamp) was morbidly anti-social. 
Is that why the neighbors moved’? 

6. The Yeah Yeah Yeahs at the Palace: Appearing in lime top with a 
giant “Y” and matching lime “flame” wrist bands, Karen O looked like a 
demented superhero. Rock is fun again! 

7. Shrinky Dinks: Miniature oven-bake fun. 

8. G4, Video Game TV: We were on it, but nobody gets it. There’s something 
perverse about watching back-to-back FMVs without um, playing anything. 

9, The Postal Service: Awesome band and awesomer cover art by 
kozyndan. Look for my likeness and my room on the “The District Sleeps 
Tonight” remixes. 

10. Our friends: Thanks for putting up with our exorbitant demands! 


Loose Pixels, Etc. 


My Red Joystick 

Not unlike the one Lou Reed sings about, this red joystick is 
immortalized in a a tiny frame Made by 7-Up contributor Souther 
Salazar, the pendant ideal is ideal for Pong slumber parties and 
midnight bicycle rides alike. 


tech sounds and mesmerizing spiral graphics that will hypnotize 


you for most of the game. The only Atari game that utilizes a 
that must be completed in a timely fashion. | recommend velcro- 


ing both paddles to a stiff board. You will kick ass if you are 


2 controls left-right) per player, Marble Craze is a series of mazes, 
ambidextrous! 


A homebrew creation that comes out of Paul Slocrum’s Texas 
basement, this Marble Madness for the Atari has bumping ghetto- 
dual-paddle contro! scheme (paddle 1 controls up-down, paddle 
ramps, and tunnels (think Marble Madness meets Adventure) 
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Type Or Die! 

| have a special place in my heart for Typing of the Dead, the odd remake 
of the zombie-shooting, light gun game House of the Dead. TOD is geekier: 
instead of a gun you are equipped with an all-powerful keyboard on which 
you type the hell out of the undead. A game for the word processing and 
AIM generation perhaps. 


In the pre-game FMV, your pseudo FBI agent character wears a keyboard 
at chest level and a Dreamcast with a giant battery as a backpack. Donning 
ris Outfit has Deen a long-time fantasy, so | sewed | sewed my own. | 
sewed a Dreamcast out of felt, and filled in the sticker details with iron-on 
ransfer paper. | then duct taped straps to the sides of an old Compact Mac 
eyboard. Unfortunately, | couldn’t find any people with strange words over 
reir heads to cap with my lightning-fast keyboard skillz. 
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Ms. Pac Man Forever 

Jean Chen of San Francisco is the most 
hardcore Ms. Pac-Man player around! 
She bares her lower calf to reveal Ms. 
Pac-Man at work, chasing Inky and Pinky. 
Or are they chasing her? 
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Top 19 Games 
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it Is Going on in the Video 


Man Dies After Marathon 


Gaming 

October 11, 2002 

Kwanju, South Korea-- There is 
such a thing as too much gaming. A 
South Korean man died after playing 
computer games for four days ina 
cybercafe. Sleep and food deprived, 
he collapsed at the front counter, but 
quickly regained consciousness, cafe 
employees say. He was later found 
dead in the cafe's toilet. 


Be Careful Who You Frag 
Northridge, CA. December 31, 2002 
Northridge, California-- A 100- 
person melee broke out during a 
Counter Strike tournament held by 
the NetStreet Café in Northridge, 
California. The tournament, which 
offered a $500 cash prize, erupted 
into vicious hand-to-hand combat 


involving chairs. While 15 were injured, 


none were killed; only four months 
prior a 19-year-old father of three 
had been shot and killed near the 
cafe. In the past two years a slew of 
PC room violence has been reported 
in Southern California. Victims have 
been stabbed with a screwdriver 
(Garden Grove) and have endured 
drive-by shootings (Northridge). 


Global Thermonuclear 


War 2.0? 

March 23, 2003 

Strangely, while the recent Iraq war 
comes to a tentative conclusion, 
militaristic games are hotter than ever. 
One industry-tracking firm reports 
that three of the top 20 best-selling 
console games were military-themed. 
Many games yet to be released 
incorporate historical themes, Such as 
World War |, the Vietnam War, or U.S. 
incursion in Somalia. “Over time, [as] 
the consumers and the comfort level 
returned somewhat close to normal, 
now you're seeing those games 
come back into light,” said an inudstry 
analyist. “Now they’re sort of being 
released with somewhat of a fervor.” 


More War Games 

April 3, 2003 

Recruits are playing more video 
games, as the U.S. Military increases 
its use of simulations (Such as the 
game Full Spectrum Warrior) to 

train recruits. With the possibility 

of networked computers and an 
increasingly remote-controlled military, 
the troops may also be moving 
towards an Ender’s Game model of 
remote battle simulation. “Anything 
but war is simulation,” says Ralph 
Chatham, co-author of a recent 
Defense Science Board report on 
training. “Virtual games won't teach 
you how to walk through thick grass, 
but they will teach you what to think 
about when you walk through thick 
grass, and you'll be a lot better off 
when you get to that grass.” 


Refugee Camp “Stealth” 
Game Hits Too Close to 


Home 

April 30, 2003 

Australia-- An anonymous group of 
politically motivated game designers 
received $25,000 from the Australian 
Arts Council to produce the FPS mod 
Escape from Woomera, a game that 
will simulate the conditions of one of 
the country’s most notorious refugee 
detention centers. The goal of the 
game Is for players to escape the 
Woomera detention center (known 
for its poor treatment of detainees) 
using what is at hand—refugee action 
groups, sympathetic lawyers, digging 
tunnels or scaling fences—all based 
on actual events. While the council 
has defended the grant, the Australian 
Immigration minister, Philip Ruddock, 
has voiced strong opposition. One 

of the game's creators notes, “We 
expect people to be upset.” 


Breaking News 

May 29, 2003 

Researchers say what we knew all 
along: Games (specifically action 
games) increase the visual acuity of 
players. According to a story recently 
published in Nature, action players are 
30% to 50% better than non-players 
at taking in everything that happens 
around them. Dr. Daphne Bavelier, 

an associate professor of cognitive 
neuroscience at the University of 
Rochester, notes that as little as 10 
hours of gameplay may improve visual 
attention skills in real life. “You get 
better at a lot of things, not just the 
game,” she said. Unfortunately, puzzle 
games like Jetris failed to improve 
visual acuity SCores.ae 


About 20 million of the nation’s TV sets can be tuned in to play games. 
(Atari, Inc.) 
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Reworking the Former Magic of “Obsolete” Machines 


With their bitmapped 


aesthetic, grade school 


} a es 4 


nostalgia, and all- 


YN) 


rescued over 200 of them 
and has come up with some 


pretty interesting uses. 


ee a a ee ss oe eee ie 
one, says. Dev. United 


as the selit-proclaimed 


bringers of “technological 
PEesSurrection,” @e-trl (Dev, 
Dave Johnson, and Melanie 


Wilson) have been taking 


their Mac gaming lounges 


and video installations 


to parties (and the 


San Francisco Muséum of 


ob Ya \ 4 
Modern Art) since 1999 
m eS a aa oer a aa 
Their efforts have earned 
positive feedback from 


geeks and the art crowd 


of antiquated machines when 
his friend helped him soup 
up the computer to surf the 


Internet and check email. 
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surprisingly: simple; 
Compacts have a built-in 


Apple Localtalk protocol 


Command, Dr. Macintosh and 
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Tank Bolo. The machines 


Currentiy, G=trl is working 
on networked-driven visual 


installations. 
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orians, collectors, 
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eople are 


ratic, and devoted. 


With wider attendance and 


more booths than previous 
years, this year’s CGE was 


the most eventful yet. In 


2000 I went with Kim, and 


we were the only females 


5 
of 


under 40 who were 
wives. This CGE, however, 
attracted a more diverse 
crowd. I came with John 
and Mike, who were both 


brilliant companions (and 


a virtual treasure trove 
of old and new titles, 
paraphernalia and obscure 
hardware. Old-school arcade 
cabinets line the walls. 
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ae om ..hamburgers are not made by stepping on all the ingredients... 


fake Nazis: One publisher hired Aryan actors and dressed them up like the 


Gestapo minus. the swastika armbands. What were they thinking? I was 
stared down menacingly by one of the guys. It was because I’m short and 


yelliow,.isn" =i? 


Famous People: There were none this year. The claim that famous people 
(like Snoop).abhemd E3.is a.big fat liél I only.saw Gary Coleman... 


The Capcom Booth: Dudes lined up to play Street Fighter 2, Marvel Vs | 
Capcom 2, .:Capcom Vs SNK. The local arcade was faithfully re-created on 


this small plot of E3. Go check out the new games, will ya?! 


The Nintendo Merchandise Booth Video-Projected Floor Mat: A touch sensitive floor 
mat with projected images that moved with your feet! I squashed gremlins 
with my foot for emerald coins (+1 point). The best screen was. Pikmin 

2; flowers bloomed wherever I set foot. I felt like the Forest God in 


Princess Mononoke. 


Pac-Man by Miyamoto: In his spare time, Shigeru Miyamoto likes to garden, 
hang out with his, kids, and rethink the principles of a mostly unchanged 
23-year-old dot-eating game. This time, however, he put the spotlight 

on the cuter and often misunderstood supporting cast of Inky, Blinky, 
and Clyde, re-creating the world’s most famous game as...a 4-player GCN » 
party title. One person plays as Pac-Man on the GBA in the traditional 
top-down view, and the three others play as ghosts on the GCN in third- 
person limited view. The ghosts can see each other’s.screens, but they 


can’t always see the yellow chomper. It’s Pac-Man evolved. 
Halo 2: The demo, the trailer, the legend. Waiting to respawn, now! 


Gameboy Player: It’s an attachment that connects to the bottom of the GCN, 
allowing you to play GBA games on your normal TV. Perhaps I won’t lose 


my eyesight after all. 


Eye Toy by Sony: Like Samba de Amiga, Seaman, and DDR, it’s technology that 
gives. the lazy, couch-potato butt in all of us hope... This; peripheral 
hooks up to your PS2 and lets you play simple games by punching and 


karate chopping. The Eye Toy doubles as a camera that allows you to, 


_paste your likeness onto a customizable avatar in games like Tony Hawk 


Underground. 
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Mellow Press Appointments: At least no game demo-ers this year touted “real- 
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with journalists. 
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One day I busted out my Commodore 64 and all these 
old 5 1/4 disks with pirated games on them. 
At the time I was living in a converted garage— 
not just any converted garage, but thee most 
depressing converted garage in the world. It had 
a “chip-brown-tinted-half-opague” glass window 
that made every day seem brown and a drafty back 
door that didn’t shut all the way because it was 
warped. The inside was filled an accumulatation 
of crap, some stacked on decaying pseudo-homemade 
particle board shelves, some stored in garbage 
bags, some hanging from the rafters. There was 
even a stolen Cheese Wiz shelf from 7-1l. It 
was a generally dank place where nobody would 
want to live AND I WAS LIVING THERE AND WITH 

A ROOMMATE EVEN. I set up the C-64 computer 


—IAHnH Pham 


system underneath a desk, because that 

was the only place available (you know, 

I didn’t want to disturb the half-taken- 
apart VHS machine, my roommate’s d-Base-3 
manuals from 1983 and the myriad “excess” 
which included “vintage” calculators, 
spools of wire that might one day come in 
handy, e@atfee cans full of broken pens and 
pencils from 5th grade, etc....). One day 
I mentioned to my roommate “hey, you know 
L got ACTIVISION’ S RIVER RAID (TM) on this 
computer.” 

“OH, REALLY??? 7?" 

My roommate, whose name will go 
unmentioned, was a fairly intelligent 
dude, who like me, got lost somewhere 
along lite’s beautiful path and wound up 
living in ONE SHITHOLE OF A PLACE with 

me. Well, unlike me, he enjoyed staying 


up for days on end (hmmmm) staring 


an Iv screens trying to “BEAT 
THE MACHINE” «ss Your 
basic HI=SCORE 
Cc 


You know the 
dude—the one 
who has a 


Secret 


vendetta against the machine... where 
words like “outsmart the machine” and “oh 
yeah, you’re going to try that one on me 
again?” are normal... the type of person 
who will play a game just to see where 
the system will place the extra “0” when 
the score becomes too high, or who tries 
to complete level 99 to see if the game 
just “starte aver again.” Tt’d be 4 AM and 
20 degrees outside (19 inside the garage) 
and I’d wake up and see him as still as 
an owl except for his hand dexterously 
maneuvering the joystick. I would recoil 
and duck my head under the cover because 
the adroit, Galm look in his eyes for 
such a long duration just didn’t make me 
feel right. This was no coffee-inspired 
concept in his vision, but something more 
robust, séericus, and laser-focused--yet 
disturbing=-—-behing his multi-day, octane- 
boosted RIVER RAID binge. Ocassionally 
he’d sense I was awake and he’d murmur 
out an unflinched, prompt, “hey bud,” never 
once taking his eye off the screen, like 
“oh hey.«. just doin” NORMAL SHIT here 
ALL NIGHT LONG... DON’T MIND ME.” And 

as morning arose I’d wait for thee time 
for him to just set the joystick down 
quietly and look over towards me, pause, 
and either in a Jack-Nicholson-esque-rip- 
my-motherfuckin-head off look, or ina 
Sarcastic huge demented smile (take your 


pick), he’d say, “WELL, TIME TO GO TO MY 


El = 


oe m= _') _..Chi or personal power is not, nor ever will be known as M.P.., 
ry 


SHIT JOB.” \ 
He'd get up,.grab a cold-cut, roll it up, dip it in mustard 


and walk out the front door. Afterwards I’d grab the joystick 
and start playing. The.more.1I played, the worse 1 got at 

the game. This would progressively happen every time I’d 

pick it up. I mean, I’d get better every day, but with every 
proceeding game I would get worse on that particular day. 

A couple years later, in a far-more evolved setting (ok, not 
too much more evolved), I re-challenged him to the RIVER 
RAID standoff. You see, I had played the game secretly. 
the day before to warm up. It was a “party setting” 
(tortilla chips, beers, other humans, etc) so we meant 
business--cash bet and everything. I played first...a 
totally rad score, accented by on-looker fanfare. He 
played. He started to stink so bad, wasting all his 
lives on trivial deaths....an accidental joystick 
skooch to the left, hitting the riverbank...running 
out of fuel.,..f6f god sake, Shupid shit. As I 
continued to laugh, he was down to his last life. 
And then heboosted into the ol’ “UNFLINCHING 
M.F’r” mode racking that joystick around...bonus 
life.‘..,amether bonus life. And then....BE BEAT 
ME 


NO MORE. 


TIME FOR THE RIVER RAID INSTITUTE 

MY SCHOOLING AND TRAINING REGIMENT 
FOR ACTIVISION’S RIVER RAID VIDEO GAME 
TO BEAT XXXXXXX’S SCORE OF XXXXXXXX 
BY THE DATE OF DECEMBER 31, 2002 A.D. 


The details don’t matter now, I only need a plan. I 
figure that both “the contender” and I have had 
ample time to heal our wounds, and I assume, like 


me, he’s sitting in front of his computer with a 


sd shirt merely letting life pass 
n 


nim by. alyzed my personal situation to see 


what was different from his, and why he had “the 
upper hand”. Was it genetic? Was it drug-induced? 
No. Assume we are both typical sober caucasian losers. 
I figured out that I have the personal defect of Serting 2 
worse score every consecutive time I play the game. I need 
to outsmart myself (I know this sounds silly, but if you’re 
ME, you’ll find this protocol logical in everyday use). After 
each play Of the “River Raid” video game, I will literally 
need to trick myself into thinking that several hours have 
gone by and I ait entirely atarting over again fresh so I 
don’t jinx myself into botching each consecutive game. I will 
employ a distraction technique that tricks my cognitive brain 
into thinking, “Hey, it’s been a long time since I played 


this game. I wonder how GOOD I am?” 


1. Play one game of Activision’s River Raid 
2. AS soon as the game ends, run to the other end of the house 


to make my body think I was hanging out there all day. 


Lee) 


DO DEMcx.sBy BO.,..ERree push ups. 


ws 


Clean part of my bedroom for one minute and twenty seconds. 
9. Engage myself in a useless conversation with any room mate 
Or pet. 


6. Jog-walk around the block. 


= 


Eat a couple potato chips, maybe a turkey-ham coldcut slice. 
8. Saunter by the computer, pretending I forget the game was 
lett Of. 

9. Proceed to play River Raid 


it. Ga te “1° 
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I know I will beat him this time. I just know it.é& 


While in mud-yuinay 


: airechons 


you canneat change 


Justin catches up 


with Scifi Ste- 


ven of Bis, the 
Glasgow-based teen-c punk sensation, about 


Vice City and the meaning of Intendo. 


How do you take your coffee? 
White and plentiful. . 


What are your earliest video game memories? g 
Getting my first ZX Spectrum when I was about six. Somehow 
even at that age, I managed to convince my parents that it 


was a great idea to get one, and it would really help my 


eoucakion. 


Any favorite games for that system? 


So many; in fact I still play most of them on my Spectrum 
emulator on my PC. Early faves included Manic Miner and Jet 
Set Willy, but there were some tremendous football (soccer) games 
too, Match Day, Football Manager etc. Bomb Jack was the best 


arcade conversion, I think. 


What is your favorite video game system(s) of all time? 

I’ve enjoyed the Megadrive (Genesis) probably more than any 
others. Games like Micro Machines haven’t been bettered 

since then, but I can’t knock the PS2 at the moment for sheer 


gameplay. Pro Evolution Soccer and Grand Theft Auto can take 


away too much time though. 


Were video games a big part of your childhood? 
I wasn’t mad into the role-playing games like many I don’t have the patience, but 


I did spend too much time at the arcades playing Kung-Fu Master! Certainly, I can 
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relate certain moments in my life to what console I had at the 


CiLite 


Do you currently play any video games? 
Grand Theft Auto Vice City on the PS2 is still the 
| ie bad boy ’round these parts. I’ve not had much 
me recently, but I*vé just got a load of second-hand 
games to trypfout (Final Fantasy X, Metal Gear Solid 
2), [Bo I’ll try to wean myself off the football games 
ee 


Does Bis bring video game systems on tour? 

Always take a GameBoy of some description. John usually 
brings a laptop with the Spectrum emulator on it, but sadly we 
never got to the stage where we had a proper tour bus. That 
said, we had a Megadrive in a wee van once, but the screen 
was so small and the roads so bumpy that you couldn’t really 


see anything! 


Eggs: sunny side up, scrambled, or over easy? 


Sunny side up, with American-style hash browns! 


Is there a video game you wish Bis could have done the 


music for? 
All the football games have such shitty music, 


© ae 
so I’m sure we could liven up the next Pro 


L seu 


a 
by 


Evolution Socce 


Do any of your songs sample video games? 
iL oid 


spend a couple of days sampling old Spectrum and C-64 
games once and we’ve used a few of those, most noticeably on 
cS, 24 


Sur Fantary trigute 12”. 
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rictions of early 


8-bit machines made for some fucked-up sounds which we will always love. 


Do you own any game soundtracks? 
Not really, but the GTA Vice City soundtracks of the different.in-game radio 


stations are outrageously good. 


Has Bis ever recorded anything for a game soundtrack? Do you guys plan to? 


We were supposed to do something for the Powerpuff Girls game, but - gel 


7 Pi 
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I think they’ve taken on the Sugababes instead. It’s come the 


time where we’re getting bumped for younger models! We have a 
song, “Statement of Intent”, on the Jet Set Radio Fut 
though. 


Bis has an album called Intendo. What is the meaning o 
I can’t really remember why we picked that. Possibly 


Signed to Sony in Japan and wanted to piss them off] 


Are you familiar with the Parappa The Rapper g 
think you guys should work with Masay Matsuura, 
responsible for Parappa The Rapper. I think 
fit nicely with his style. 

I loved the first game so much, and can pretty mu 
the raps off: the top of my head. I’ve still got 
alarm Glock toc! Put us in touch with Mr. Matsuura 


would be a dream come true! g&& 


THE HUNCHPAC OF NOTRE DAME. 


i don't qet asked if you want to cc 


€ yOu bie) dead. Yo 


INNING BECAUS 


dont star 


dead. You 


you re 


when you die, 


fu 
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% Jill played atari. 
MeTimes \ad come °veR To 
4nd her sitting |udian - sTyke , 
ACAd-centep on Hee PERSIAN Rug, 
deep twto aA MARATHON game of- 
(Pitgell. A can of cheap beer 
would be ATone knee, A smoking 
Ashtray of te oTheR- Once she 
showed me how to beat Raideer 
of the Leet hike; a game I'd al- 
WAYS RemembeRed As wwfurigting. 
JW could methodically walk Through, 
the doogless Rooms amd tsetse fly 
infested swamps with am ease that 
betrayed houRs of childhood cAme- 
play. “You have To whip the wa lis 
sy Right here,” she'd say As if the 
Re act were A simple fact of life. 


The fact thet Jill bad 
own “Pow ATARI amd sfill Joved 
the dusty, old console 
the Reason Why ghe WAS So 
fAScivatingy To Me, 
Neither were her 


Sy SouTHER | LiypAtions with 
SALAZAR | CodzillA, Pee Wee 
Hah HeRman, 
ze 


wAsw’'Tt 


punk gock o& cheap beer. A! those guy, nt 
\teRests Werke JUst FE shoots of what Made Pi Ric 
Barcly SuRViVInge A tumu | tous Adolescence ede 4 
AmeRicA, Lilt nad Strack out young» FoRGoMG college fe . 
A bi ll- Payine job. She'd CROWN INTO A toumr but CARiIng, 90: 
babe who hid A feminine body Under skAtER clothe ¢ ne ie 
a hAIR uvdep A mu[ti-coleR Ade job, Awd 4 bale 
4, COMPIRKIeN Uden A SAlow TAN. Thete Were Always bottles 
K ) CoRewa IN Fil’, fardge ,pequila iv hen cAbinet And A Place oy 
ye Wi ouch FoR A drunken pal to CRASH. 
Fut was Also mARRied, Awd thovah, she fwd hep husband 
wepre on the outs, this fact spelled AN obvious doom that 
| cheepfully iguoked, My time with hee was theslling, 
gud -w Rew ching And very, VeRY brieg. We CRMIsed the 
tables of toy shows, stayed up late ARw king Busch, and 
Made sloppy> Ine feect ual love to Bjork amd PI HArvey 
while sitting house ! her boss! subugban 
PRE~+Ab, 
ONtw WAS SCARCE ran, My job 
barely paid the Rent, amd | wAs 
fering Restless, So | bit the 
bullet ANd parted with Any - 


Hume, “Non~essential.” 
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and Ve sTAR WARS AcTiow 
hildhood stayed, Awd pretty much, 
tver else went. The JAcK And Sally dolls WewT for 


A pretty penny At the Foy CON. : my old Gibson amef 
AMPS AT A guitar ghop, and let ge of a TOM of RaNelem Ac hiew 


FIQURAS foR A decent lord of CAvh. 
The meney quickly, RAW out and MY FIAT sat yeu iy 


ae Leo bou de WAS 
ahr NS tAply. It 
y o a on its back 8) WORK 


VER heated And NeVvte had to be $100 baphee: 


O'gnd. b gold it amd 4 stack of youre 


S 
ll so of te, 
, is The ene Ses 
uckily, Fills New Roommate, taal Age the AtAR; 


I'd sit down Ww grow} Of- he, bled. oe bf, whe 
OveR And play Crack 


MY COMICS 
es \’d had Since © 


hee WAR. Once, Nf 
yee Ap bined me, wat- 
me collect MANGOS , 
ve whAtever CRA GH, 
likes to eat, Anal 
SevSed Something 
stravrge. “Is 
everything coo] 2! 
| Asked, barely, 
lookiny oVeR 
my shoulder 
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retreating to her bedroom, — 
my Fik Sst singe ; whem Jill 
en Tike evenings ARiInkiny to 
en tik eVEN ING UNPACKING 9 clea- 
with The vAe a That Wye Night 
ne New love Negt. 
Anymoke "| che saig throne hep 
TtiINg up aFicht 
“ : 
pve ly. — VeRpy men Tien oF Jill STUNG, 
ban Was athial. + couldnt keep ne 
tuRough my face, ANA It MUST have 
gee if, . 
Roommate ame her boy Feiend — me 
“We brought Ke Playstation Ana 4 Six-Pack, 
New game, divistel, Wicket ; it's Really cool, 
Neitun / of them mentioned Till once. Ne jacked The 
Console * inte HuTV amd Fined if uP, FOR AN 
houR o& $0, All of the REGRETS 


t+nat Wad teem toeturiny Me 
| F¢\\ 


$ 

| Teak , vhe nodded uncomfortably, , before 

19 just Moved te MY Apags ment 

) 
" broke Meta News, She'd sPen + rhe 
work 4e the courage. I'd spent the 

| im gy And ARRANGING My wew pAd, 
A Wou ld $e Aedj tated +o clhRistewing, 
y ip gut Aw feel Yat way 
| teapgs. | placidly AGReed, bagely 
4 | Aidm't take the Reject 
every RUN-IN With hen IW a 
@ ALN from bubblinG out 
a+ wy fRiends to 
Ne NI Jill's 
My re 
ht Said. “T Fo this 


Laura Martin, 
c. 1985 
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with my friends, started to: play, and 
developed what eventually became what I like 
to call a controlled obsession. I began to 
have the obsession to be the best. It was 
basically an attitude that everyone had, the 
attitude that somebody had to be on top, and 


lt Was gonna be me. 


What was the first game you played? 

The first game I played to any serious 

level was Donkey Kong. It quickly became 

my favorite game. In 1982, at Twin Galaxies 
[arcade] in front of what was considered 

to be the 20 best video game players at the 
time, playing Donkey Kong earned me a full 
page spread in the January 1983 issue of Life 
magazine. I got 849,000 on my first man. That 
forever put me ina seat, ina state of mind 


of absolute obsession to be the best. 


Your first world record was Donkey Kong? 

Yes it was. The school I went to had a 

kid who played better than me. He was the 
nerdiest kid in school; when he walked down 
the hall everybody smacked him in the back of 


the head. He could beat me and I couldn’t let 


that happen. That began my. quest. 


What’s a killscreen? 
The first time that word came up was when I 


played Donkey Kong in front of Life Magazine. 


From Donkey Kong, it became the word for an 


impossible board. 


When you’re playing a marathon game, what keeps 
you going? 

I played Centipede for 46 hours. Just like 
anything you do, you play it, you Tee: good, 
you’ re on top, you feel really drained, you get 
a second wind, and then you feel better, you 
get a third wind. Somewhere along the line your 
wonna, wun out of winds. Its sort of. like being 


a warrior, its an obsession to never surrender. 


How do you take pee breaks? Do you save up 
lives to go to the bathroom? 

The machine’s here, the bathroom there, you 
cover the ground as guickly as you can to there 
and back. You have men in reserve and you hope 
you don’t lose all your men by the time you get 


to the controls. 


How does that work in, for example, Pac-Man? 
Oh Pac-Man s Gcasyr it has about 11 different 
hiding spots. Most of the ones people wouldn’t 


know. 


Is the story in Walter’s book true about you 
dragging the Centipede machine in the bathroom 
with you during a marathon? 

That was called the Iron Man contest and in 


that contest, 1 played for 39 hours. 1 haa:to 


“The zone in my opinion is a 
fallacy. It’s nothing | believe 
in. It’s a state I’ve never been 
at” 


go the bathroom, I couldn’t tell myself ‘no’ 
to a game that serious. Literally the game 
almost levitated across the room, and I pulled 
it right to the door of the bathroom. As I did 
that, somebody tried to get in the bathroom, 
and realized what was going on. He kind of left 
the arcade in shock. I said to him, “What are 


you doing? I’m trying to play a game here.” 


Players often talk about being in “the zone.” 
Do you ever enter “the zone”? 


You asked the wrong person. The zone in my 
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opinion is a tallacy. It’ never 
been at. When people ask me to describe when 
you’re at that ultimate level in a competitive 
nature on one of the many world records that 
I’ve set, the best way to describe it is 
the zone. The best way for me to describ 


parntul . 


What do you do for a living? 
I’m a business owner--I distribute and 


manufacture hot sauce all over the world. 


You spend a lot of hours playing video games. 
How have games affected your social life? Did 
you meet friends at the arcade? 

When we go into an arcade setting, it’s all 
friendship. In the old days, we would meet our 
friends there, because basically, we had the 


same obsession. [Video games] had a very, very 


In Walter Day’s book, he always mentions the 
pretty, young ladies who’d look on as you’d 
play. Did being a game champ get you dates? 
The attention was more than you can ever 
imagine. The attention from the guys is 
easily forgotten. The attention from the 
girls is what we talk about today. The 
opportunities for dates were abundant. But 
it was almost like being an outcast. We 
had an obsession in the arcade. We used to 
play tricks on each other, we’d find some 
girl willing to help us, one of us would be 
playing, and we’d say, “go over there and 
distract him.” But there wasn’t anyone ever 


good looking enough to pull us away from the 


arcedce, afi that’s the truth! 


What was the U.S. Video Game Team like? 
Our motto towards each other was do unto 
others, and then split. There was about 15 
of us fighting. I think about the things we 
did and that none of us ever got killed was 
unbelievable. We always went on Go-Karts. We 
were vicious, borderline violent with each 


other. 


Have you come across great female gamers? 
Besides my daughter? No. Am I gonna get 


icketed from the NOW or something? There 
p g 


ome 


were women who were really good. But when it 
got to the highest level, it was all guys. It’s 
kind of like boxing—there are women that are 
really good, that could smack you around, but 
there’s no woman who’s gonna take the title 
from a man. I think women have a higher place 
to achieve in the game world, because video 
game playing, although it’s a physical aspect, 
it’s mostly a mental aspect. And I Know most 
men wouldn’t like me to admit it, but women 

are on a par with men on that level. (Ed. Note: 
like, duh.) They can beat all the guys; I just 


don’t want them to beat me. 


Do you play newer games? 

No I don’t....You simply can’t argue with the 
graphics, how. advanced: they are. They’ re 
Superior to anything you can put hands on from 
the past. However, in the past, the games had 
a level of cartoonish-ness to them. They were 
fun, and they had humor in them. The 
far more intriguing than the games of today. 
The creativity it took to make those 

was far greater than what it takes today. The 
comparison, I think, is someone 

smart, intelligent, great with people, well- 
educated and everything [compared to] other 


people who can get by on just their good looks. 


In the game world of yesterday, [games] didn’t 
g 


get by on their looks. The games of today can. 


If we could ever merge them together, then 


that would be the ultimate. What was funny 
was that in the old games, someone in the 
game would get squashed somehow and people 
would be like, “Oh my gosh, this thing is 


violent!” 


What’s your advice for an aspiring record 
breaker? 


My advice to someone who’s looking to break 


} 


a world record: Forget it, go back ‘to. school. 
You just don’t want any competition! 

It’s sort of like, people that get on a bus 
one night to Hollywood for stardom. There 


is that minute percentage of people that 


6p) 


ucceed. But most of them never got on the 
5 


/ 


us. It’s the same way in the game world. I 
would say it takes patience, curiosity, the 
mild obsession=—<—mild isn’t. the Fight word. 
What it takes is something that’s inbred 

in your personality. Even if you have that 
desire in you, people always ask me, compare 
a video game player to an athlete, and 


TUSLiILy Chak. temparison. It’ & .9.. your DNA. ge 


Shop taly, 


With Billy 


Pac Man: 

On the 256 screen, there’s 
only enough memory in the 
system for the left half 

of the screen. The right 
half is filled with computer 
garble; there are invisible 
dots and visible dots 

you can’t eat. The walls 
change. It’s an absolute 
mess. There are 11 dots- 
-you can eat 9 out of 

11, and some of the dots 


reappear! 


Ms. Pac Man: 

On the 134" board, the 
board actually flips upside 
down, but you play right- 
Side up. You go through 
the walls. You have to 
memorize; visually you 

see it upside down but you 
play right side up. You 
have to run the bottom maze 
with all the walls and the 


timing in your mind. 


Burgertime: 


Level 20 is a killscreen. 


No matter how many men you 
have, you can’t pass if you 
don’t have enough peppers. 
At board 28 the most 
ridicuious, difficult thing 
I have ever seen in a video 
game happens; ir gets so 
fast and violent that it’s 
unbelievable. The first time 
I got there, I had over 

200 men in reserve, over 77 
peppers, and I couldn’t get 
through the board. Since 
then I’ve done it; Now I’ve 
gotten to level 34. I’m the 
only person that has gotten 
past 26. 


Dig Dug: 

On board 256 you start in 
the center of the board. 
And no matter what you do 
Pooka’s on top of you. I've 
tried all kinds of stuff- 

- I got on each button with 
an electric toothbrush, and 
hit the button 33 seconds 
on each side. No matter how 
many guys you Nave is’t not 


passable. 
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PAC-STROKE. 
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IN THE EARLY 80'S, MY GRANDPARENTS, MY I HAD HEARD THERE WAS AN (CE - CREAM BUT INSTEAD OF F/NOING ICE - CREAM, I 
MoM AND TI MovED TO A NEW, YELLOW MAW (NM THE NEIGHBORHOOD, 50 ONE DAY MET A KID NAMED JAY. 
$STucco HOUSE DOWN THE HILL FROM OUR I WENT OVUT LOOMING FOR HIM, 


OLD, GRAY CLAPBOARD OWE, 


Y’WANNA GO TO 
THE DONUT SHOP? 


LET ME HAVE A 
BITE OF YouR DonwuUT- 


I DIDN'T GET ONE, 
I'M SAVING MY 
QUARTERS FOR 

THE GAME. 


x 


AW SHIT! YOU MESSED 
ME vP. DONT TALK SO 
MUCH WHEN I'M PLAYING! 


HEY, YOu SHOULDN'T 
SAY THAT BAD word. 
CUVSSING /S A SIN 


OKAY, NOW LET 
ME PLAY OwCE, 


Li ~ 


YOv BETTER CLEAN 
THAT MESS UP. 


I SAID... You 
BETTER CLEAN J | a 
THAT MESS UP! & HA-+ WA Sy'+ MY CoKE 
eve ek ee 


ye | 
WHAT THE FUCK 2// 


NO FUCKRENG WAY id 


) 


a : 


< CLEAN THAT FUCKIN 


G <_—— 

S SHIT UP NOW — SS 
eZ You MOTHERFUCKER! @ 
—_— = ee ne | ee | = 


.: ™ 

Ww ee sid 

SON ——_ 
a... na = 


R= BEFORE T Blow “Sl 
yi YOUR MOTHERFUCKING V 

/ 4 
far BRAINS ouT/ \} 
en ee ees 


\ 
(—, 
\} . 


AW MAN, GAME over! 


GOT GT PLACE, LET 
ME PUT IN OUR INITIALS. 


MLO) JOWELL 


CLEAN THAT FUCKIN SHIT /F HE SHOT THAT GUY, 

UP You MOTHERFUCKER HE WOULD HAVE To KILL 

BEFORE J BLOW ovr YouR US TOO, Y'KNOW. ‘CAUSE 
MOTHERFUCKING BRAIN S/ WE WERE WITNESSES. 
Ha HA! - 


WOW, I CAN'T BELIEVE 
THAT GUY PULLED OUT THAT g < oY ee 


/ 
B1G-ASS GUN AND ALMOST ; KABLAM!/ 
SHOT THAT SMELLY BUM/ Yoome 


I KNOW! AND JuST 
BECAVSE OF A COKE Too/ 


TAY ANO JT REMAINED FRIENOS FOR 
ABOUT 4 YEARS, WE EVEN WENT ON 
A VACATION TOGETHER ON THE EAST 


OAST Ou om S. 
IT'S GETTING KINDA LATE Caer. Eee R Moms 


I SHOVLD PROLLY GO 
OOOO oO. <. HOME. 


Yov Cusseo. 

Prend SATAN /S 

ONNA COME ‘ ; 

TO YouR HOUSE LET S PLAY SOME MORE , 
AND POSSESS You. | | ASTEROIDS TOMORROW: 


BUT IT SAIO IT 
ON ACC/DENT/ 


BUT AS WE BECAME TEENAGERS, WE THE DONUT SHOP /S ST. THE EXCE B 

| PRETTY MUCH STOPPED BEING FRIENDS. IT’S iy ' rg ite, RE_EXCEPT UT PHERE HASN'T BEEN A_ VIDEO 
NOT LIKE WE HAD A FIGHT OR SOMETHING CHINESE weep en Poe re mae Se ee ee. 
EITHER. (T JvuST KIND OF STOPPED. ; 
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ATARI 
IDEGQMMUSIL 


From the innovators of Super Pong, Video Pinball, and Stunt Cycle comes a totally new 
dimension in high fidelity listening. For the first time, you actually see the music you hear. 


1 Video Ge 


ding 


anc 


With its stylish mix of rustic woodgrain side panels and futuristic silver face, the Atari Video 
Music may look like another piece of sophisticated hi-fi equipment. But it’s so much more. 


man took that a step further, sé 


The AVMS is a brand new type of video display technology that bridges the gap between 

: your multi-component home stereo system and your television. Generating images from 

2 the digital selection, responding within milliseconds to the intensity and tempo of the music 
being played, you can actually watch your music comes alive in full, rich color. 


tone 


C Any reciever or amplifier can easily be attached to the Atari Video Music System though its 
0 convenient RCA jacks. Connect the AVM to your TV, and the fun begins. By adjusting any of 
© the 12 buttons and 5 knobs, you can explore a limitless world of brilliant shapes, patterns, 

_ and colors. Or choose the automatic setting and the AVMS will take over with a dazzling 

3 audio-visual concert, the perfect backdrop for any party. 


List price $599.99 
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Olivia Newton John, “Have You Ever 


Been Mellow” 
Eddie Money, “Ba 


r You" 


e Oyster Cult, “Burning Fo 
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Grover Washington, “Just The Two 
ft Us" 
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QUARTER CIRCLE PUNCH 


A Brief Introduction to the Seminal Fighting Sensation. fet NING 7 


. 


\Ron’t call yourself a real gamer if you’ve never mastered 
A mother of all fighting games, Street Fighter 2. The 
\eortce sequel inspired a generation of kids to yell 

+ ahaaabeniet all the way to the arcade and made, 
qu 


arter-circle punch the universal sign for “Ha 


Ken.” It drew us out of our homes after long years o 


NES playing, and gave us an excuse to show off, get 


fights and learn to be a good sport. 


By integrating combos, timed reactions, and the u 
cool counterattack, Street Fighter 2 forged a new eya 
of competitive, manually dexterous gaming. Winners were 
no longer determined by the highest score, but by a very 
personal face-off. Until this game, head-to-head fighting 


games were simple and arbitrary, like Karate Champ. 


The repertoire of moves and counterattacks in Street 
Fighter 2 however, was complex and gave players relative 
freedom. You could throw a furious Sonic Boom but your 
opponent, with precise timing, could deflect it with 
an even fiercer upper cut. The gameplay also allowed 
players the chance to redeem themselves with last 
minute combo assaults. With such intricate gameplay, 
it’s no wonder that street fighters would get sucked 


/ 


into “the zone.” It was not uncommon to see players 
over-identify with their characters, and take fights 
personally. The game became second nature; you 

believe that you were the bits on-screen, and your 


1s as crushed as your defeated fighter when you lost. 


etreet Fighter 2°s ability toe pot its players in the 
zone explains the game’s addictiveness. While single 


player mode is a yawn, head-to-head competition is lf 


Hi >z 


2 pure crack: No 
cme. ead so you 

F B 
oN " yous in. iLnsert 


, and another... 


AW 


the original Street Fighter was a 
mediocre game whose only playable characters 

were Ken and Ryu, Street Fighter 2 introduced an 

int@érnational cadre of fighters: Chinese kickmaster Chun 

Li,\ crew-cut beefhead Guile, the blond-haired, brown \\ 
pyerAbrowed Ken, and the long-limbed Dhalsim. Even rogues: 


2 Fne ions of the names evoke fireballs and airthrows. » ach > 


3 


member of the memorable crew has his or her own signa 


battle moves and separate story ending-- some weird 
than others. Who can forget the strange end-tale of | 
Blanka, aka Jimmy, who is reunited with his mama afte 


w an his whole life in the jungle as a feral man-beas 


Due yo’ the phenomenal popularity the game, Street Fighter 
2 became y of life. The game spawned a subculture 
of faupees arn@ sweat-inducing tournament culture, 
culfing highly skilled super-players. The best convene 
at the Southern California tournament Evolution, 
and keep up with the scene on shoryuken.com. The 
documentary Bang the Machine demonstrated that the 


tight-knit community is filled with hierarchies, 


regional rivalries, and personality clashes, 
The game also inspired a multitude of 
sequels, spin-offs, and hacks. Super 
Street Fighter 2, Marvel vs. Capcom, 
and Capcom vs. SNK 2 are some of the 


better examples. Some may remember 


de 
iy 
WOH Onisisy UF = 
Pint, 409 -32F agi 


WI ‘HWA 


hyperactive hack that allowed you to play three times 


the speed of the original, enabling the st -cheat 


of throwing multiple fireballs at different heights and 
trajectories. The license also lent its characters to the 
Super-addictive Puzzle Fighter, the gem-building Tetris- 
style game where Capcom characters appear as cuddly, 


super-deformed versions of themselves. Street Fighter 2 


also paved the way for lesser titles like Mortal Kombat, 
and eventually gave way to intricate 3D fighters such 
as Tekken and Soul Calibur; its influence continues to 
inspire hip hop lyrics, Jackie Chan movies (see City 


Hunter) and G.I. Joe action figures as well. 


= 


Street Fighter culture, however, is on t 

year Capcom announced that they would Stop pros 
arcade titles, and concentrate their efféf 
console market instead. The latest ports 
Capcom 2 and Capcom vs. SNK 2 EO on Xbo 


being an online title. 


Street Fighter 2 fighting games: We will miss 


your presence in the arcade. We here at 1-Up have 


‘< 


yf 


assembled a collection of all things Street Fighter 
2, including writing, ephemera, a review of Bang the 
Machine, folklore, and notable instances of cyber- 


fandom. It’s a tribute to the suburban phenomenon of 


AINA NER 
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quarter-circle punches, arcade fights, and sore fingers. 
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Zangief has gnarly/ Scars all over his body/ Whit 


Ei Sz 


Zangief 


This is Zangief’s second Gold Medal 
attempt here in the figure skating 
competition at the Winter Olympics, 
and it looks as though his ‘spinning 
asshole’ move isn’t scoring points 
with the judges. 


Words cannot effectively describe 
how much of an ass-clown Zangief 

is. But let’s try to put it in perspective. 
Imagine, for a moment, that Mr. T 

is white, doing massive amounts of 
steroids, hairier than most animals, 
dumber than a rock, a communist 
and so slow that he is able to move 
backwards in time. That’s Zangief in a 
nutshell. | think Zangief takes the cake 
for the worst special moves in the 
game. He has his jumping spinning 
piledriver thing, which does craploads 
of damage, but is nearly impossible 
to perform, unless of course, you're a 
soulless machine that doesn’t have to 
use a controller to do special moves. 
Then we have the spinning-in-place- 
with-arms-flailing move, which speaks 
for itself, and of course, the ace up 
Zangief’s sleeve, the spinning-really- 
fast-in-place-with-arms-flailing-move. 
His moves just scream, ‘Please kick 
my ass!’” 


-Excerpted from Z-Man’s “Why | Hate 
Street Fighter” 


Feng Mengbo 

‘Street Fighter IV’, 

oil on canvas, 150cm x 200cm, 
1995. 
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| WAS WATCHING 
You PLAY STREET 
FigHTeg — | FELT 
A TUG on MY 

NECK AND THEN 
A SNAP 


LITTLE 
BROTHER 
‘4 


THEY JUST Took 
TOUR NECKLACE 


é can KS A. fl 
COS Sah 


b 


You'RE PICKING MISTER 
BISON AGAIN? THAT Guy's 


ARE YouTwo 
td? oR ) 


an 


GO AHEAD. 
ee TURN, 
= RIGHT 2 


Weak ee ss ae et 
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Niet NL ahs oak = Pe) sf 
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WHUPPING 
MY ASS 


| PLAY THESE 
STUPID GAMES 


INEED To MASTER 
EVERY CHARACTER IN 
THIS GAME 


GET UP FROM 
THiS CHAIR 


DO SOMETHING 
WITH MY LIFE 


| HAVE No 
SELF -CON Tro, 
oS 
= 


r ) val 


IF ( PRACTICN 
ENOUGH, | Witt 


REQVIRED SUCH A LIFE LEAVING ME To 
CONTINVALLY CHASE a 


AND CREATIVITY To 


Hades FEELINGS OF GuitT ANO 
nf Ka ak 
= ai os 


IT REJOLUTIONIZED 

THE CONCEPT OF : 

opponent —BAScp Jn YEAH, YouRE BEATING ME — 
PLAY Giz = YOUR PEOPLE PROBABLY MADE. 


(THE GAME ALSO HAD A\ 
1] GREAT WAY OF PROVOKING | 


et 


(iT 'S NO WONDER REAL Figuts) | {WHEN | ('7S ABouT 7 YEARS AGo 4 
||} BRo“E Ovt AS OFTEN AS ANGRY AT OTHERS GECAUSE\__ HAND |'m WONDERING 
ECTING) 
= 


eI: 


i 
F 
'M WORKING 
SHITTY JOBS, 
I'M PLAYING 
| STREET FIONTER } 
A ae 


THEY DID AT THESEARCAD 


OF THE GANE | WAS DIR 
MAND Li@uoR STORES 


WHERE MY LIFE IS GOING, z 


1 \'y TAKING THE BU 
| CAN'T STOP PLAYING \'n TAKING THE Bus 


Hi >7 


Some TIMES | Ye 


————— 


AND LOSING AND PLAYING 
AND LOSING foo 
Sa 


THE BEST PART 
GO WITH SAM 


OR MY BROTHER} ALL SORTS OF 


SOMETIMES) 
TROUBLE | 


IS 1 GET TOMEET ¢ 


JoYsTICK MOTIONS AND BUTTON 
COMBINATIONS THAT HAVE To 


ALL OVER TOWN Look- 
“ING FOR ARCADES AND 
LIQUOR STORES THAT 
CARRY THE MACHINE 


LONGER, THOUGH. I'vE GOTT 


To Move ON WITH My LIFE. \ 


“LOBSESSION A 


ANO THEN THE PLEASURE oF 
MAKING Your LITTLE AGENT 
HOP AROUND AnD PUNCH 


AND SECOND NATVURED UNTIL Ci) 
IT'S ALL JvST REFLEX 


NOT To MENTION THE EXCITING, 50 YEAH, THE GAME I$ FUN, CAN | ATTACH ANY WORTH 

PROSPECT oF Tere Youd CHALLENGING, CREATIVE... BuT TO THE Hours AND DArs 

"SKILLS" AGAINST. STRANGERS DOES IT REALLY 2O ANYTHING VE SPENT PLAYING 
THIS GAME ? 


LIKE THESE @UYs I'0 SEE PLAYING CHESS 
EVERY DAY AT THE DONUT SHOP 


WHAT WERE 
Just MINDLESS, e THEY Dore, 


TT » 
{} WT a Di VERSION ARY = Hao, [\ WITH THEIR 
TIME ? LIVES ? 
AND THEY WERE ALWAYS THERE, WHAT O10 THEY GET OUT | GUESS IF THESE GAMES SATISFY 
TOO — A GROuP OF ABouT 5 oR OF PLAYING THAT GAME , THOSE NEEDS-AND IN DOING SO DEAL 
THERE ARE THOSE INNATE. 
BOTH YOUNG AND oL ' | DAY IN, DAY OUT? ) OUT A BIT oF PLEASURE — 
“J . ;, HUMAN DESIRES FOR SOLVING “an onl 
PROBLEMS 


THEN THOSE ARE OUR 
ONLY REAL SEXPECTAT/ ons’ 


— 
= 


se ———— 7 , ‘' % 
ANDO FOR BEING BETTER AT §ome- 7 — 
THING THAN THE NEXT GUY = 
THE BAD THING FOR ME Was WHEN IT) WHEN | WOULD PLAY OESspITE 
GOT OVT OF CONTROL... WHEN THE HAVING OTHER THINGS Td Do, 
GAME BECAME AN OBSESSION EVEN IF IT WAS JVST BY MYSELF 


V2 
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ULTIMATELY, NEGATIVES LIKE THESE \ BEGAN To REALIZE THis | HAD MASTERED ALL THE 
PROBABLY OUTWEIGHED ANY OF 


AFTER YEARS OF PLAYING CHARACTERS, EXPLORED 


Z| BASICALLY 
THIS 1$ NOT AS 4 , | WAS DONE 
FUN AS iT USED 


SO NOw WHAT WAS | 
GONNA DO WITH MY TIME 7 
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GAME iN 
STREET FlaHter [T SAME 1s 


6.000 8A0 
Sua s ROR ILO seu 
*RVOIMENTARY STORES/ARCADES 
SYSTEM OF SOCIAL |e AL CONTACT 
CONTACT LIMITED ONLY ro 
®"ENCOURAGES ® OISTRACTS FROM 
SERATEOIC Trinunc} EIGURING OUT 
REAL-LIFE Issues” 
*RELIEVES STRESS ®NoT REALLY vERY 


COMSTRUCT IVE /Pho- 
DucTIiveE 
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Tales of a 
SPree? Fighter 2 


|! Am Chun Li. | Am Ryu. | Am the Hairy Blanka. 


Street Fighter 2 absorbs my consciousness, 
melding with me completely; I breathe in 
the controls as if they are second nature. 
When I throw uppercuts and spinning bird 
kicks, I forget that I am here, and find 
myself there; the 2 dimensional China 
backdrop with roadside chickens, in the 
Guile stage military base, in front of a 
giant Indian white elephant. For a moment 
(well, longer than a moment) I believe 
that Ryu is being overtaken by the shady 
Guile, and my heart pounds, my fingers move 
at once, and shit, the fireball didn’t come 


out the way I wanted. 


I was one of those nervous Street Fighter 
2 players who knew a few combos and basic 
cheats but didn’t have it all calculated 
like the virtuosos. I’d be very surprised 
if all my moves came out as expected. 
Everyday after school I’d run down to 
Pizza Hut with Mike, my partner in crime 
and we’d line up our quarters for “nexts.” 
We’d play with the neighborhood boys, the 
Asians who drove Hondas and were deeply 


Christian, boys who would eventually 


Girl Nerd 


oVYa \ 4 


become pastors and or investment bankers. 


That was my neighborhood. 


Mike and I’d get rides home from Enoch, 
our Street Fighter mentor. He was only a 
year older, mischievous, funny, and would 
say things like “Shut the FRONT DOOR!” 

in a fake rage, then go on explaining the 
finer points of HaDouKen combos. And he’d 
offer us pizza. Enoch was also in Model 
United Nations with us and was the one 

who started the Tetris battles on the long 
bus rides home from Sanger or Cerritos. 

He was also a “youth group leader,” and 
like the other Asian Christian boys he 
went on to a University of California, got 
married young, and became a man of God. 
During the summer he let us have our run 
of his parents’ room, using the big screen 
TV to play a mysterious Street Fighter 
motherboard with arcade-sized controls. He 
had perfected the deadly Ryu “uppercut,” 
and would go on to euphemistically explain 
to us that an “uppercut is a walking 
fireball.” If you’ve never played the game 


I don’t expect “walking fireball” to make 


sense, though it made perfect sense to me 
at the time. Fireball is a quarter circle 
(see fig 1) starting from the “down” and 
then to “left” or “right” toward whichever 
way you were facing. So instead of 
starting from down, you would tap “left” 
(or right, depending on your direction) 
and then “down” quarter circle “left.” 
(see fig. 2). Uppercuts we couldn’t really 
handle, but walking fireballs? They were 
Oks 


It was the early ‘90s, and I pre-ordered 
Street Fighter 2 for SNES. Now I could 
practice with an unlimited supply of 
quarters. The mania only got worse. At 
fifteen, while I pondered boys, clothes, 
and the PSATs I was mainly preoccupied 
with the game. I had nightmares about 
being attacked by the wall-clinging Vega 
(an evil, vain man) and his freakish metal 
claw. I’d hum the “Guile stage” music, 
which was my favorite even though I hated 
Guile. When I’d play just before bedtime 
I'd run game scenarios in my head as I 
went to sleep. I saw only the game when I 
closed my eyes. The electricity of it all 


would keep me up all night. 


Street Fighter 2 had a way of making me 
believe in my on-screen personae. People 
say Pac-Man takes you to “the zone,” but 
Street Fighter lets you project yourself 
to a place where you can execute a variety 
of cool, gravity-defying actions. I am 
Chun Li! I am Ryu! I am the Hairy Blanka! 
You believe. I’d over-identify with my 


avatar, so when I got air-thrown, I took 
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it very personally. 


At times while playing Street Fighter 

2, my mind would synced along with my 
hands. There were moments when the screen 
executed the exact moves I imagined. 

This place was beyond hand-eye-mind 
coordination—this synchronization made 

the mind and body become greater than the 
sum of their parts. I felt it take over, 
and my body jumped with each combo, kick, 
or block. I physically channeled each 
blow! Bouncing around in front of the 
controls, I exerted approximately 5 times 
as much energy playing as a normal person. 
I probably looked like an interpretive 
dancer in front of a stoic robot partner. 
I’d break into a sweat and have to bandage 


up those blisters. 


Mike and I were studious Street Fighter 
2 devotees. Ok, we were addicts (if it’s 
not obvious already). While our immediate 
social clique was the “nerd herd,” we 
would meet kids we’d never talked to at 
school: the Korean Mafia, off-the-hill 
kids, and a stocky pair of Vietnamese 
twins named Isaac and Newton (see fig.4). 
The Pizza Hut crowd played with the rule 
of seconds, an unwritten law that demands 
that if your opponent is an obviously 
superior player and is honorable, he/ 

she is obliged to let you win the second 
round. He/ she must charitably extend 
your quarter to the third round because 
it would just be an embarrassment to 

lose so quickly. If he/she didn’t give 


you seconds, then the player in question 


probably cheated and played with Guile 
anyway. Sometimes Mike and I would get our 
asses kicked. But mostly Mike and I played 
each other; sometimes I’d beat him, but 
he’d often beat me with cheap-ass Guile. 
Emotions would run high. I’d break out the 
Silent treatment. I’d play to win, then 
quit, taking it out on Mike. No doubt this 
had to do with raging hormones and the 


budding sexual tension between us. 


While my game wasn’t tournament quality, I 
could hold my own. I knew my uppercuts and 
Chun Li head stomps. Being a girl however, 
I had to be tough. Boys, like in co-ed 
school sports for example, assume very 
little of you. They play condescendingly 
easy. Boys who weren’t my friends would 
play like I was an Easy Out (what boys 
called girls who were up at bat). On the 
first round they’d start losing and realize 
they’d have to play for real. That kind of 


boy didn’t deserve seconds. 


I also tried very hard to blend in to the 
Street Fighter crowd, renouncing girlhood 
tendencies in order to command male 
respect. Playing with boys, I couldn’t 

be too femme (read: different) or they’d 
think you were someone’s girlfriend. I 
didn’t want to be male either. I learned 
to move like them, hide my emotions, 
never complained, resist gloating (though 
it would eventually shine through), and 
most of all keep cool. Their world was 
vastly different than girls’, where girls 
talk emotions, listen to each other, and 


provide a nurturing environment. Boys are 


all about hard glances, shit-talking, and 
being strong. Because of my gender status, 
boys would be nice to me, but this made 

me ambivalent because I didn’t want to be 
treated like I was weaker. Street Fighter 
2 taught me how to deal in a man’s world; 
playing made me realize that while you 

sometimes have to play by their rules you 


Should never give in. 


My girlfriends wanted me to teach them 
how to fight too. And I did. I was also 
known as that Street Fighter girl. I had 
heard of another girl who frequented Pizza 
Hut who could really play, but sadly we 
never had the chance to meet. My mom was 
getting pissed that I was spent my money 
at some pizza parlor filled with boys. But 
I eventually grew up, went to college, 
(where I dragged my Super Nintendo and 

had mini competitions in my dorm room), 
went out with boys and played less games 
altogether. Street Fighter 2, however, 
still remains in my memory as one of my 
fondest gaming moments; lining up quarters 


on the cabinet screen, waiting my turn. & 
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Bonus Round 


Exploring Lesser Known Permutations of the Street Fighter Universe 


Street Fighter Il: The Animated Movie 
Finally, A Video Game Movie That Doesn't Suck 


While Raul Julia and Kylie Minogue made a very lame Street Fighter 2 live- 
action film, the superb Japanese anime Street Fighter I/: The Animated Movie 
is fun, aimed at fans, and very faithful to the game. It’s a gem in an otherwise 
unremarkable list of game-to-film adaptations. Staying true to the source 
material, the characters even yell out the names of moves (Chun Li yells 
“Spinning bird kick!” in her Vega battle scene) and “charge-up” for attacks. 

A mix of Japanese melodrama, mindless action, and an obligatory doe-eyed 
Kawaii girl, Street Fighter /l: The Animated Movie is based on a supplemental 
plot based loosely on the game and comic. The film stars Ryu, Guile, Chun 
Li, and Ken battling Snadowlaw’s M. Bison, who uses his “psychopower” to 
brainwash various street fighters into assassins. 


The film fills in the blanks of the Street Fighter universe by showing us what 
happens between fights. For example, the movie touches on the erotically 
charged history of lifelong competitors and friends Ryu and Ken. Note the 
tender scene where Ryu cuts his forehead, and Ken tears a strip from his 
clothing, wrapping it like a bandage around Ryu’s head. The film also features 
cameos from the bit characters, including Cammy as a Patty Hearst-like 
assassin, and Vega as Bison's hired hand. Guile is a zealous militant with a soft 
spot for the muscular-legged Chun Li, who still wears her antiquated gi-pao, 
even outside of battle. The film includes fight scenes in many of the exotic 
locales featured in the game. Honda, Guile, Ryu, and Ken mindlessly charge 
Bison head-on, and the powerful Bison keeps on deflecting them like ants. 
Brawn over brains! With the grunge-inspired soundtrack, Street Fighter II: The 
Animated Movie will please even those who miss 90's alternative rock; keep an 
ear out for notably cheesy Alice in Chains-like songs during the Ken scenes. -r| 


Bang The Machine 


Boy-centric Drama, Serious Game Faces 


If you’ve never been able to make it to infamous fighting game convention 
Evolution, Bang the Machine might be just as good. Directed by Tamara 
Katapoo, the documentary paints a portrait of five Street Fighter 2 tournament 
contenders and follows them from regional competitions to the world 
championships in Japan. It’s basically a geekier Rocky, but with a better real- 
world denouement. Street Fighter 2 is a subset of game culture that operates 
on principles like honor, respect, and masochism; more Pac Ten than Pac Man. 
With too many egos and not enough tournament spots, Bang the Machine 
could also be titled “a sociological study of the pecking order of young men;” 
insults are flung, lines are crossed, and tears are even shed. 


Arcade rats appear awkward on camera, but as soon they start talking about 
their Street Fighter histories their enthusiasm shines through. The players’ 
personalities range from humble and intellectual to brash and cocky. The most 
outlandish being Jason “Apocalypse” Gonzalez, a self-proclaimed bad-ass who 
memorably claims during a pivotal fight moment, his "pecs flare up, [his] jimmy 
gets longer.” He’s quite a contrast to the Ryu-like John Choi (nicknamed “Choi 
Boy”), whose pragmatic immigrant parents, prototypical Korean-American liquor 
Store owners, don't see the purpose of the game and want their son to get a 
real job. 


Bang the Machine shows little on-screen fight footage since the gaze is directed 
the other way. In moments when the camera pans over the glazed faces of the 
boys mid-game, their expressions are blank, their eyes don’t blink, and their 
mouths remain open. The faces, hiding pleasure and pain, can only be read one 
way. With this kind of devotion, it’s no wonder that tournament rats have little 
time for girls or anything else. The tone grows somber towards the end, when 
players plan for life after Street Fighter 2. For boys who participate in an esoteric 
lifestyle that reaps neither monetary rewards nor career advancement, fighting 
game culture becomes a place where alienated suburban youth can find a like- 
minded community. Bang the Machine is at times compelling and hilarious, and 
an altogether excellent primer on Street Fighter 2 tournament culture. -r! 


Street Fighter Shampoo 

Blanka’s Hair Care Problems Solved 
Street Fighter shampoo will revitalize 
your scalp’s natural electric glow and 
improve your fireball accuracy too. Found 
amongst the fanboy cubicles of the Xbox 
Nation office. -r 


From top; Alex “Cali Power” Valle wearing 
a wife beater and looking like he “just came 
out of a club,” John “ChoiBoy” Choi, and 
someone exercising finger tapping fury. 
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Ultra Data Cache 
A collection of Street Fighter curiosities culled from the all-knowing 
Internet. 


Reprinted from a-diction.com/extra/ultradata. php 
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A Balrog graffiti piece from out in Atlanta 
circa 1994. Artist unknown. 


“Allow me to introduce myself. | am a nut 
for powerful computers that do all sorts 
of neat things. The paicture [sic] picture 
above shows what | like to see and do. 


This site has some crazy Photoshopped The raytraced picture is something that, 
images of Korean people. Including ones given a computer and time you can create 
morphed into video game and anime very stunning graphics. | also like to play 
aharanien video games, which in the realm of arcades 
the character above is very well known.” 
- Nasty Nick 


Super Action Series: Street Fighter II 
Surprisingly Good Comic 


This relatively obscure 8-issue translation of the manga series is as Satisfying as it 
gets for a Street Fighter 2 fanboy. The plot plays off the familiar aspects of the Street 
Fighter story while adding new elements. For example, Ryu is still the wandering, 
honorable fighter we all know and love, but in the comic he’s fighting to raise money 
for his favorite restaurant. Yes, | Know it sounds silly, but it’s actually pretty good 

in an old-fashioned kung-fu movie kind of way. Faithfully rendered by the virtuoso 
Masaomi Kanzaki, the action sequences sparkle while finding interesting ways to fit 
all the original characters into the simplistic plot. If you consider yourself a die-hard 
Street Fighter fan, then seek this series out. You won't be disappointed. -/o 


lah Fighter Folklore 


Stop Us If You've Heard These Before 


-At the end of the Bison stage, the old man holding a cane in the background will “come out” and beat you with it. 
-Ryu’s name is an acronym (R.Y.U.) 

-Chun Li can throw her bracelets. 

-Bison--there is a secret character in the bell in his stage that will “natch” after you finish the game a certain way 
-Honda can throw someone into the bath in his level. 

-Guile actually throws his comb when performing a sonic boom. 

-One of Guile’s secret moves is to take his comb and beat you with It. -/d, jp 


“Sometimes | donit really know what to 
think of Bison. At first glance, he seems 
to be nothing more than a Nazi crossing 
guard. But he supposedly has psychic 
powers. Right, | almost believe that. Psy- 
chic powers my ass. That’s just Capcom's 
way of telling us that M. Bison is a cheap 
ass bastard...”-Z-man 


Hi Art, Low Kicks 


Celebrating 15 Years of Fighting 


Once again the Japanese go above and 
beyond. This site features many MANY 


“Another convention come and gone, and | ; | 
customized Lego figures of video game and 


all we have are a few precious memories satis nn 
f ime characters. 
and a TON of pictures!!!"-Sakura 2000 aie 


The Street Fighter series is enjoying its 15th anniversary this year, and to help Lone i rer i 


commemorate the event, Capcom is holding a gallery exhibit in Akihabara’s cS, eee eh . 
Asobit City. Of note are examples of the scores of SF merchandise includ- % “aN | fea 
ing underwear, Ken Masters phone cards, and the waitresses in full Chun-Li \ 

regalia serving chinese meat buns. -/p, // 
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The dedicated versions of the game used special pneumatic controls that were connected 
directly to the game board via air hoses. Depending upon how hard the control was hit, 
the game would choose the type of hit the player character would perform. These controls 
wore out or would constantly require adjustment due to abuse. 
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SCREEN CALL OUTS 
Score indicator 


Missile reserve 


UFOs 


Aliens 


Attack field 


Battle station 


CONTROLS 
Shoot button 
Skill level 
switch 


Lateral control 
switch 


Fig. 7-2. Screen call outs and controls of Cosmic Combat. 
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D.B. Weiss, Author of the World’s First Video Game Novel 
Lucky Wander Boy, Talks about Obsolete Entertainments and 


the Unemulatable 


Lucky Wander Boy is the gaming novel that we’ve all been 
waiting to read. First-time author D.B. Weiss absolutely 
nails the lingo and the mindset of obsessed retrogamers, 
but he also helps recreate the magical weirdness of 

classic games, and explores how early encounters with an 


arcade may have shaped the hopes and dreams of gamers. 


The story begins when our protagonist, an underemployed 
twenty-something named Adam Pennyman, encounters MAME. 

It triggers a flood of memories and insights that change 
the course of his life. Pennyman begins to write an 
exhaustive Catalogue of Obsolete Entertainments in which 
he tries to explain the cosmic significance of Frogger 

and Donkey Kong and Double Dragon. His entries have the 
scholarly pretensions of a grad thesis and the breathless 


immediacy of a diary. 


Pennyman becomes increasingly unhinged as he struggles 

to complete an exegesis of Lucky Wander Boy. No one was 
ever able to beat this obscure and mysterious ‘80s arcade 
game. Its unique processor is unemulatable, and there 
doesn’t seem to be any surviving cabinets. As Pennyman 
digs up clues about the nature of the game, he becomes 
increasingly convinced that completing its fabled Level 


Tift as bis reason for being. 


I emailed author D.B. Weiss to ask him about games and 
his book. 


NAantin Mandrada 


An arcade game like Lucky Wander Boy could never actually exist, 
but at one point you mention Atari 2600 titles Adventure and the 
impenetrable Raiders of the Lost Ark as the closest parallels 
from that time period. 

There was an open endedness to those titles that existed in Apple 
games like Ultima, but not in many home console Games, and in no 
arcade games that I can think of. The freedom to wander around 
forever didn’t do much for arcade owners’ bottom lines. Once 
computer and console games got more advanced, of course, this 
kind of open endedness and invitation to explore started showing 
up all over the place, especially once Myst showed everyone 
that, done right, it could make you a lot of money. But the 
exploratory, wandering games shared something important with the 
science fiction books and stories that inspired so many of them, 
in that the primary thrill came from sounding out the boundaries 
of the represented world, figuring out its rules and learning its 


secrets. The goal (or plot) almost became secondary. 


The object of obsession in LWB is an obscure game made by an 

even more obscure developer in Kyoto. What’s the mystique of the 
import game? 

There was something about classic Japanese video games that were 
extremely enticing to me and a lot of other people my age. In 
retrospect, it was probably the combination of familiarity and 
utter strangeness, though I obviously wasn’t thinking about it in 
those terms when I was ten. Because in a way, you were looking at 
your own culture--many of the characters seemed to be represented 


as white (although whether they seemed this way to the Japanese 


mmocd 
Playing Space 


or 
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is open to discussion), and many of the situations were 
familiar--but it was this funhouse mirror vision of your 
culture, reshaped and reconfigured by a culture that was 
extremely different beneath certain surface post-war 
similarities. Add to that the abstraction and surrealism 
made necessary by technological limitations of all 
games, and you had something that was irresistible to 


stimulation-hungry young braine. 


Your protagonist is a bit of a masochist-~-he’s drawn 
to games that cause frustration and confusion. For him, 
playing games is more an ordeal or a rite of passage than 
a fun pastime. Do you think a memorable game needs to 
balance pain and pleasure? 

Come to think of it, a four-hour Halo slaughterfest does 
mean some pretty sore hands the next day...but the more 
figurative pain of the unachieved goal, the teeth grinding 
that comes with the obstacle you can’t clear--these are 
definitely a part of it. [t’s a delicate balance.that 
designers have to strike: too little frustration is dull 
and frustrating in itself, seeing as you paid $50 for 

the game. But too much frustration is also a problem, I 
know I’m not the only one who was a little pissed off to 
find out how few and far between the opportunities to save 
your game were on Medal of Honor: Frontline. I mean, if I 


play for an hour, I’m killed at the last minute betore J 


can save the game, and that means I have to go through an 
absolutely identical ordeal for another hour to continue 
with the game... well, it’s a design flaw in an otherwise 
remarkable game. But back to what we were talking about 

= earlier, with open-ended games... sure, people that don’t 
Q like being confused at all, ever, are not going to like 
them. Then again, people who don’t like being confused at 
O all, ever, tend not to be all that bright.& 


0.9 
z At first the whole affair sounds tedious. You start out 
flat broke, without a bell to your name. You owe the 
ae local landlord obscene amounts of cash. To make ends 


meet you must resort to hard labor. Picking fruit and fish 


mongering seem like the only way you can get by. Such is 


) the world of Animal Crossing 
(> ms Call it lifestyle gaming. We’re not talking about mere 
* diversion, like watching Changing Rooms for a couple 
of hours or twiddling your thumbs while waiting in line 
at the DMV. Animal Crossing iS part of a growing number 
° of games that become a part of your life. MMORPGs such 


Ps on6 as Everquest and Asheron’s Call insinuate themselves 


into the gamer’s life with addictive game play. The 


| : gamer kills monsters to gain more experience to become 
a more powerful so he can kill bigger monsters. Animal 
> Crossing’s appeal is more basic. There’s no online 


component and few opportunities to upgrade. The game 


2 relies On its winhing traLlts of varlety,, customization, 
a and character. 


oe 
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Animal Crossing began its life in Japan as a modest 
Nintendo 64 cartridge called Animal Forest. One look 

at the game’s simple, top down graphical style and it 
becomes evident that the game comes from a day when 3- 

D gaming was more the exception than the rule. In a way, 
Animal Crossing’s roots, entangled in the circuitry of a 
nearly forgotten console, work to the game’s advantage. 
First impressions of the game reveal the simple patterns 
on the trees and grass. We are given a cartoon-simple 
character to control -- a precocious cipher upon which we 
may dump as much of our soul as we feel comfortable. And 
dump we do. As the player begins to form relationships 
with the town’s animal denizens, a part of us is sucked 
into the game, like Jeff Bridges in Tron. But there’s 

no Game Grid, Recognizers or Master Control Program to 
contend with, just the tedium and wonder of everyday 


LIDe s 


Animal Crossing offers a life full of options. A player 
can pass the time fishing, sea shell gathering, bug 
catching, fossil digging, designing clothes, wallpapers 
and posters, composing songs, writing letters, collecting 
items, playing vintage NES games or interior decorating. 
To call these options mini-games and conjure the 
disjointed diversions of games like Mario Party would 

be a mistake. Every activity is fully integrated into 

the player’s Animal Crossing life. While walking to the 
post office you may spot a butterfly fluttering across your 
path, or notice the silhouette of a fish lurking beneath 
the surface of the holding pond. As in real life, you can 
Eheese ofa Of & Zillion paths, and just like real life, 


they all lead to the same place--tomorrow. 
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Animal Cross 


ve this game 
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Inmy daily existence 


I'd never pull weedsy 
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The passage of time is a vital aspect of Animal Crossing. 
When you turn the game off, your town continues to live. 
Weeds grow. Neighbors move away. Fruit trees blossom. 
Rains come and go. Letters gather in your mailbox. When 
you return, your town is a changed place. The differences 
are subtle, but there. The Animal Crossing community 
splits into two factions with regard to the unceasing 
march of time. Time Travelers don’t accept the restraints 
of time. If they miss their town’s Spring Sports Fair 

or Thanksgiving festivities, they turn back the clock on 
their Gamecube and experience the moments as if they’d 
never passed. Purists let these missed opportunities 
pass, like leaves floating down stream. Both sides take 
something valuable from the experience. Time Travelers 
enjoy the rewind that real-life doesn’t afford and gain 
an appreciation of the moment. The Purists learn to shrug 


and move on. There’s always next year. 


Animal Crossing is full of such lessons. Some characters 
are rude, and sometimes shock the player with insults. 
Kinder Animals, who take on the feeling of a best friend, 
often move away, leaving regretful notes and a bare area 
in the forest grass where their house once stood. Life 

is full of pain and disappointments, responsibilities 
and debts. Life is also full of opportunities to express 


creative urges, laugh and have fun. 


My experience with Animal Crossing has been 
unforgettable. My flancee Alexis and I have visited our 
town regularly since buying the games. At least six 

of my friends have played. I’ve visited their towns, 

and they’ve come to mine. On Saturday nights, when 

Ks Bs Slider plays his songs near the train station, my 
neighbor Mike would come over to dig the tunes. Alexis’s 


family embraced the game as well. Her mother, sister 
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and brother Eamon play. Eamon named his character Ocho, 
a gentleman he used to crank call when he was a kid. It 
sounds weird, whole families playing a video game. It’s 
an image that hasn’t been conjured since the days of the 
Atari 2600, when commercials and print ads would portray 
an ecstatic nuclear family clutching joysticks and 
beaming at the multicolored blocks that dance on their 
television screens. Today, it”s easy to picture surly 
teens in Slipknot T-shirts, playing eniping at multi- 
colored Master Chiefs in their bedrooms with friends. 
But the 21** Century family enjoying console gaming 

seems unimaginable. It’s true though. In newsgroups 

and on websites there’s evidence of fathers and sons 


playing together and sharing lessons about the fearsome 


Coelacanth, which can be fished out of the Animal Crossing 


sea. There are housewives, who rule the roost in game the 


way they do in the home. Girls play. Boys play. And of 
course, 30-year-old writers play. Animal Crossing makes 
good on the classic board game and toy label. The game 


really is “fun for all ages.” 


Animal Crossing was a surprise hit in the United States. 
The game fit into no known genre. Survival horror, first- 
person shooter, racing and real time strategy sound 
like horribly limiting labels after experiencing Animal 
Crossing. Eventually Nintendo dubbed Animal Crossing a 
“communication” game, which sounds a bit like tying tin 
cans together with string. They latched onto one aspect 
of the game, because the object of Animal Crossing was, 
like the point of life, too slippery to grasp. Animal 
Crossing is a game you live, not a game you play. The 
clock is ticking.& 
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“The Might of the U.S. Army Doesn't Lie in Num- 


bers. It Lies in my Online Avatar.” 


Oly 


When it was released in 


October 2002, America’s 


Army was already well 
publicized by hordes of 
mainstream journalists 

who instantly latched 

On to 168 3s y Sthiscal 
implications: Is this 
Simply propaganda? What are 
we teaching our children? 
But upon release, the team- 
based first-person shooter 
was ultimately met with 

a communal yawn from the 
game-playing community. 

The personal appeal of this 
title is as impenetrable 

as anything I’ve ever 

tried to understand, but 
1.2 ANEPIGuInNG that many 
gamers, who usually embrace 
any halfway decent military 
Simulation with a reticle 
and night vision goggles, 
largely ignore America’s 


Army. 


Certainly I can understand 
the desire to avoid the 
tactical machinations 


of games like America’s 


Army. Growing up gay, I’ve 
unconsciously made these 
choices all my life. The 
decision to avoid little 
green army men, G.I1l. Joes, 
and toy plastic tanks came 
easily to me. Instead I 
sought out less masculine 
permutations of geekery, 
like superhero comics, .sti= 
fi, and, well, video games. 
So it was uncomfortable 

for me to watch my favorite 
pastimes be overrun with 
tactical-ops units, circle= 
Strafing squadron after 
squadron of twitchy-fingered 
digital commandos, courtesy 
of countless Tem Clancy- 


branded games. 


I download the free 
software and start the 
game. During the signup 
process, the program asks 
if I obtained the game from 
my local Army recruiter. 

At first I glance over 

it, then remember that 

they aren’t joking. The 
Uo. ALMY 18. 2actively 


kozvndan 


distributing this title 

as a recruitment tool, and 
1t’s Certainly the first 
computer game that the 
American taxpayers footed 
Che ball ter. 


Despite this slight 
point of contention, 


it’s impossible to judge 


America’s Army as anything 


other than a team-based 
first-person shooting game, 
because that’s exactly 

what it is. Granted, this 
particular one includes an 
impossible-to-skip training 
mode that hammers home 

key values of the U.S. 

Army between tours of the 


shooting range. 


TrSeining Consists of 
several very simple, easy- 
to-understand assignments, 
che first of which 
absolutely confounds me. 
Drill sergeants direct 

you to bunkers to practice 
shooting, and then flunk you 
if you walk too far past 
the entrance. I am yelled 


at for this and other minor 


ald. ‘| have this vdeo 


He § 


your grades are amazing. How did you do it?’ 


3S Abraham Lincoln. 


> 


and at the end they looked back and said, ‘Holy cow, 
) 


lot aboard the US 


fs 


w 


program a lot 


Steve Dean, a Navy 


JX. 


yurse used this 


Sack Lt. 


."“Qne guy on the cc 


game at home.” 


> 
ap 


filitary. Fortunately, 


0 


che rest of the training 
goes swimmingly, my 
avorite episode being a 
faux covert-ops mission 


WLtH Cardboard culouts as 


EGérrorist stand-ins. 


My forays into the actual 
Jame missions are less 
successful I enter 
one of the official army 
servers and choose to 
play on the defending 

: team. The game map 1s 

£ called “Mountain Pass.” 

; Lig Ow- 


vasse@ that shallows 


into a road punctuated 


by occasional pine trees 
and shrubbery. Our goal is 
to prevent the other team 
from reaching our convoy of 
parked army vehicles at the 
base of the canyon. Most 

of my nine teammates fan 
out te Hide an the Hille 
SUrESuUnGing Lhe trucks, 
crouching down behind 
bushes to ensure a prime 
S0LGLhG perch. The rest 
make a determined dash down 
the road, to confront the 


enemy head-on. 


I quickly fall in behind 
DeLtabravoez002, a soldier 
running towards a patch of 
trees near the first turn 

in the road. I don’t know 
the terrain which makes 

the action all the more 
disorienting. I can hear 
the rattling of guiiire off 
in the distance, but the 
grayish fog that surrounds 
us Makes it impossible to 
tell where the noises are 
coming from. My teammate 
hunkers down behind a bush, 
then writhes awkwardly into 
a Prone position. [ hurry 
to @o the sane, frantically 
Searching Tor the right 
letter on my keyboard to 


activate “crouch” mode. 


Suddenly, a bullet whizzes 
past me, and through 
DeltaBravo2002. I pan over 
to see him slumped over, 


sprawled out on the ground 


like a sound sleeper. 
Momentary panic grips me 

aS I look back towards the 
road to see his assailant, 
running towards over 

the icy road. Somehow, I 
manage to remember to take 
myselt out of Grouch mode 
before dashing towards 

the enemy, fring im his 
general direction. I smile 
as I imagine my character 
screaming, “DELTABRAVO2002! 
NO!!!” before finally 
receiving a hail of bullets 


that send me to the ground. 


Once you’ve been “killed” 
in America’s Army, you have 
to wait for the next round 
in order to play again. 
THiS Sort of realism is 
intriguing, but also makes 
for some dull downtime. 
When I do finally get 

back in the game, I find 
myself repeating the same 
patterns with incremental 
Variations, like Bill 
Murray” & character in 
1993"s Groundhog Day. I 
have a limitless amount of 
chanses oh get Lt Light, 
but somehow I never do. 
Usually, I follow other 
players around and wait 
out Ehe elock, or make an 
attempt on the enemy and 
get killed right away. The 
excitement and energy of 
America’s Army come mostly 
from not knowing what to 


a6; from the tingly mixture 


of excitement and fear one 
gets before they become too 


entrenched. 


My playtime with the game 
doesn’t last very long 
after that realization. 
Although I enjoyed 
America’s Army more than I 
expected to, it has become 
apparent that the military 
Life wen’ t a Earitasy I want 
to live out anytime soon. 
I pack up my camouflage 

and head for less grown-up 
diversions, like the stack 
of other video games I 


haven’t gotten to yet.é@ 


ip at University College, London. They already have a 
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ays Jon Crowcroft of the Networked Multimedia Research ( 


you to run multiple processors." 
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allows 


do this right now. 1d buy Sega Dreamcasts 


."If was going to 
high speed link you Gould use and they rum Linux which 
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The Graph Paper Arcade 
By Eben Miller 


Instructions: 
1. Cut out entire model along the 
outline. Don’t cut the numbered tabs! 


2.Fold model along lines, including the 
lines of the numbered tabs. 


3. Glue tabs to their corresponding 
numbers, in numerical order. The 
arcade looks looks best if you attach 
the tabs to the interior, so that the 
tabs aren't visible on the outside. Note 
that the black bars fold in to face each 
other, making the screen “sink back” 
within the machine. a& 


5 


Ei = 


oa 


Ethnic Cleansing:..The @limination of an unwanted group from a society, as by genocide or forced 


migration. -Merrian-Webster’s Dictionary 


Every video game is a universe governed by 
a set of rules that players must obey, or 
at lease be affected by, before they ulti- 
mately win or lose. Any hacker worth their 
salt can edit, mod a video game, rework 

it to reflect their own desires, goals, and 
values. .Multi-billion dollar corporations 
produce games that simulate worlds of car 
theft, medieval battle and action puzzles. 
It only:takes a handful of anti-Semitic 
white supremacists to create a game that 


recreates racial genocide. 


Recently, I was disturbed to discover a 
first person shooter called Ethnic Cleans- 
ing. The game is distributed by the Aryan 
record label Resistance Records, who in 
turn are owned by the National Alliance 
(the largest active Neo-Nazi organiza- 
tion..in NMorth America). Resistance ke- 
cords cites a song entitled “Angry Aryans 
Miscegenation” as one of their crowning 
achievements. With its unabashed nativist 
sentiment and cast of Klansmen, skinheads, 
and other perpetrators of loathsome hate 
crimes, the game should have been titled 


Racial Genocide on Non-Whites of America. 


The goal of BRthnic Cléansing is to “take 
back” America from non-Aryans, by shoot- 
ing and torturing Jews, blacks, and immi- 


grants. “Celebrate Martin Luther King Day 


with a virtual Race War!” The game’s pro- 
grammers thoughtfully included “realistic 
negro sounds” by piping the noises of pri- 
mates into the soundtrack. Klansmen also 
provide nooses. Amidst the backdrop of 
gunfire, the game’s radio air promo reads: 
“Is multiculturalism making you sick? Are 
blacks taking over your town? What you 
need is Ethnic Cleansing. Black drug deal- 
ers (SFX: Machine:Guns)..no problem! Ille- 
gal aliens, no more, when you have Ethnic 


Cleansing: The Game.” 


Words like Ethnic Cleansing should never 
be followed by the words, “the game.” The 
phrase conjures images of Bosnia, Hitler, 
and the plight of Native Americans, not 

to mention the ideas of genocide, racism, 
hate crimes, and colonialism. The fact 
that..Bthnie Cleansing coulda, im fact, be 
the title of a game forces me rethink what 
makes a game; a self-contained universe 
that perpetuates values, goals and re- 
wards. Each time I pick up a game, I am 
immersed in a new world with its own rules 
and order. In Halo I become an inter-plan- 
etary Marine whose goal is to annihilate 
the Covenant Armada. In Animal Crossing, I 
get caught up with the consumerist val- 
ues of collecting matching furniture and 
earning bells. I assume that while playing 


Ethnic Cleansing, the player’s objective 


is to execute the agenda of the National 
Alliance — to destroy everyone and ev- 
erything that threatens white, Neo-Nazi 


masculinity. 


Because Of their ability to immerse the 
player, video games effectively and in- 
Stantly communicate values. Players obey 
rules and strive toward goals to progress 
in a game. While Mario games make a goal 
ef acquiring coins in order to earn extras 
lives, Ethnic Cleansing rewards the murder 
of grotesque non-white, black, and Jewish 
Caricatures. The National Alliance game 
world is one of white-supremacist genocide 
and colonialism, and harkens back to the 


leng-oead Spirit of Hitler. 


Resistance Records receives loads of hate 
mail, but their die-hard supporters still 
revel in virtual hate. “This game is just 
what the white teens of the world need... 
I LOVE IT!!” says one fan. I contemplated 
buying a copy to review, but could not 
bring myself to order the game and, in 
turn, Support the National Alliance. I 
thought about sending them hate mail but 
they didn’t succeed in riling me up quite 
that much. 


Like mainstream mediums such as film, tele- 
vision, and the Internet, gaming is an 


influential cultural outlet where values 


of hate and intolerance can be perpetu- 
ated. Like those mediums, gaming is also 

a form of communication where liberating, 
anti-racist and feminist values can be 
Spread, and better yet, experienced. For 
those who want to make a difference in the 
war against hate, I suggest they embrace 
the do-it-yourself ethic and hack Ethnic 


Cleansing back into a decent game.&& 
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1-UP Profiles an Arcade for the Ages. 
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Figurine, The Heartfelt 

(March) 

In The Heartfelt, Figurine somehow 
manages to glamorize a romantic 
relationship that takes place over AOL 
Instant Messenger. “IM me if you care/IM 
so lost without you.” In the end, you don't 
care that the lyrics are awful because 

the accompanying music (synth pop 

with breakbeats) is so good. “Our Game 
(Is Over)” tells the tale of a doomed 
relationship between a boy and a girl that 
met at an arcade. If a 7-Up reader can’t 
appreciate this album, | don’t know who the 
fuck would. -jk 


Har Mar Superstar, s/t 

(Kill Rock Stars) 

Kill Rock Stars released a contemporary 
R&B album a while back by Har Mar 
Superstar, who sounds like Stevie Wonder 
with over-sexed lyrics like Prince. He is 
fucking hilarious; in “Baby, Do You Like 

My Clothes”, he talks about a fashion faux 
pas girlfriend who he’d prefer to see naked 
instead of wearing her “Hypercolor pants 
from TJ Maxx.” | haven't grooved to A 
Cappella since my Boyz Il Men days but 
Har Mar’s final track had me captivated by 
harmonized vocals and finger-snapping like 
it was 1991. -jk 


Mr. Mixel Pixel, Vixel Pixel 

(Mental Monkey) 

A band of robots escaped from their mad 
scientists masters and decide to make 
music! That’s what Mixel Pixel sounds like, 
especially when robots pick up guitars, a 
Mini-Moog, and an organ to play some 
folktronica. The track “Charlie 5000” is 
hilarious, especially since on enhanced CD 
it comes with a home movie of the band 
members with their homemade robot. -// 


The Intima, Peri! & Panic 

(Slowdance) 

Peril & Panic is worth looking into if you've 
ever wondered what the cross between 

a frantic, Eastern European string quartet 
and punk rock band would sound like. 
This music has a quick, urgent beat; many 
songs are composed with a complexity that 
rivals a piece of classical music. The Intima 
might be too profound and challenging for 
everyday listening and probably lends itself 
better to a live show where the volume is 
pumped up full blast. -/k 


Mz. Pak Man, Oh Shit, /t's Mz. Pak Man! 
(Skankville) 

Somewhere in Williamsburg a girl gang of 
Mz. Pak Mans is chomping up the town. 
Mz. Pak Man has taken all the power ups! 
Mz. Pak Man has stolen the best fruit! 
Comic artist Abby Denson’s minor-chord- 
playin’ garage rock band steps up with 
plenty back-talking attitude. Mz. Pak Man 
has a hint of Emily’s Sassy Lime and Brat- 
mobile, but with more waka waka sound 
bites. -r/ 


Prefuse 73, One Word Extinguisher 
(Warp) 

Scott Herren makes electronic sound 
collages that kind of remind you of any 
recording artist from the Warp Records 
stable, but he’s definitely got his own thing 
going on. The melodies and samples are 
all over the place genre-wise (from hip-hop 
to soul to electro), but it all melts together 
effortlessly. | would recommend just sitting 
and listening to this whole CD straight 
through, as there are no clear-cut “songs” 
or standout tracks--just moments that kind 
of happen, and then are gone. -kh 


The Felt, Absolute Classic Masterpieces 
(Cherry Red) 

As the seminal indie pop band of the late 
'70s and early ’80’s, the Felt influenced 
Belle and Sebastian, the Lucksmiths and 
Pulp among others. They make folk-pop 
with a new romantic touch and incorporate 
what sounds like a darker, sped up version 
of the twangy steel guitar used by Patsy 
Cline. Some of the tracks on Absolute 
Classic Masterpieces sound dated (like 
the bad, eighties soundtrack to a Mickey 
Rourke film), but at their best they conjure 
up a sunshine-y sadness that leaves you 
torn between smiling and wanting to cry. -jk 


Push Button Objects, Dirty Dozen 
(Chocolate Industries) 

Push Button Objects is a hip-hop guy that 
remixes Autechre. The results of his album, 
Dirty Dozen, are interesting, but contain 
less of the hip-hop elements than | was 
anticipating. Most of the album sounds 
like samples recorded on the Ford Motors 
assembly line looped over and over again. 
The best pieces are inflected with hip-hop 
or drum and bass. |’m shelving this album 
next to Aphex Twin for music | listen to 
when | feel like | want to do something 
good for my ears. -jk 


Kitchen Sink, #2 

Kitchen Sink teems with intelligent 

essays about everything from music to 
relationships interspersed with a few poems 
and some artwork. | can’t pinpoint the 
theme, but almost every story in Kitchen 
Sink was something | wanted to read; like 
why “staying together” is the new “breaking 
up,” or one feminist gal’s confession of her 
love for cock-rock kings Led Zeppelin. This 
rare publication accompanies it’s writing 
with fine illustrations and comics. -r/ 


Let's Make Muffins 

Fucking hilarious! Miss Muffin Maker fills 
her first personal zine with stories about 
working aS a Museum guard, giving birth 
to abnormal tissue clumps, fanny pack 
wearers and the strange phenomenon of 
“evil cute.” Also included is carefully paper- 
clipped “to do list” which includes “pay 
BMG debt.” The zine’s multiple acetate, 
rub-on covers are decorated with polar 
bears, a calulator and a Korean grandma. 
Write clubturtlepower@yahoo.com to order. 
And don’t forget to ask what a Muffin 
Maker is. -r/ 


3AM. 

3 A.M. is an amazing, personal zine printed 
the ol’ fashioned way — with cut up Xerox 
copies, nostalgic photos and a cover 
printed on map paper. Inside is emotionally 
charged writing about a cross-country 
road trip, finding your place and buses. It’s 
alternately suicidal and beautiful — filled with 
skyscrapers and travel. Lisa Mancini, P.O. 
Box 14237, Berkeley, CA 94712 
newwaverevolution@hotmail.com. -rl 


punkpunk #3 

These are 8-bit-sized, handmade mini- 
zines (we mean super-small). Punkpunk 
#3 is perfectly packaged, hand-printed 
and comes in a neat, little hand-sewn 

bag. These kids have a thing for Japanese 
Dollhead dolls! They interview the Dollnhead 
creator and an antique store owner. 

The little books make great objets d'art. 
www. punkpunk. net. -r/ 
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Vacation in Asia. | haven't seen the previous 
zines, but this it’s probably the heartiest 

$2 zine out there. It's a 100-page, choose- 
your-own journey through Asia! Depending 
on what you fancy, readers can travel 
through Hong Kong, Ho Chi Minh or Hanoi. 
It's a girl’s wild ride through the East. Sara, 
P.O. Box 190054, San Francisco, CA 
94119. -r/ 


Hello World 

It's another comic puzzle from the genius 
of Jason Shiga — a former math major 
who mixes innocent, iconic drawings into 
a maddening matrix of probability. Hello 
World is Shiga's most mammoth work to 
date — over 500 pages bound in a spiral 
“parn door” format (you follow the top half 
on a separate path than the bottom). It’s 
a “Choose Your Own Adventure” story 
that lets you pick “weapons” along the 
way! Frightening, absorbing and totally 
impossible to solve. -// 


Microblast, the comic-zine made by Daniel 
Moynihan of Massachusetts, is sweet, 
funny and recommended for cat lovers and 
ans of Dave Kiersh and John Porcellino. 
You get a fuzzy feeling when you read these 
ight-hearted stories of high school drama, 
the first time Daniel discovered American 
ndie pop and Moishe the cat. -/ 
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Avatars Offline 

We usually associate role-playing games 

with kids who wear Coke bottle glasses, 

read Tolkien, and keep 12-sided die in their 
pockets. Pen and paper games like Dungeons 
& Dragons informed text-based adventures, 
which themselves were the progenitors of the 
massively multiplayer online role playing games 
of today. With millions around the world playing 
EverQuest, Ultima Online, Asheron's Call, and 
in Korea, Lineage, role-playing has not only 
become a big business but a convergence of 
social networks undeterred by physical space 
Or appearance. In other words; RPGs aren't just 
for geeks anymore. 


Enter Avatars Offline, the documentary by 
Daniel Liatowitsch that takes a look at the 
culture of MMORPGs (Massively Multiplayer 
Online Role-Playing Games) and the evolution 
of role playing, from Dungeons & Dragons 

to Star Wars Galaxies. \t demystifies the 
overlooked and nerdified subculture, and 
provides insight into the ways gaming 
influences the offline world. With commentary 
from designers, academics, and gamers, 
Avatars is the first feature-length work on the 
subject and answers burning questions such 
as who put the crack in EverCrack and is it 
possible to find a soul mate online? 


The PBS quality Avatars is a more scholarly 
Trekkies with less of the freak factor. Footage 
of fan fairs includes interviews with gaming 
experts and the first couple to be married in 
EverQuest. Avatars starts off with a definition 
its title, a term which before the recent 

game explosion was only used by obscure 
academics. Interviewees talk about the 
pleasure they find in the process of reinventing 
their identity by way of virtually reconstructing 


gender, class, and physique. The film makes 
you marvel at the promise of avatar identities 
and the potential freedom they offer to explore 
fantasy situations. Who needs to be chained 
to the physical? Avatars illustrates that the 
overlap of the virtual and the real is a very 
complex space. 


Another highlight of the film is a tour of the 
eccentric home of Richard “Lord British” 
Garriott, creator of the Ultima series. His home 
Britannia, a lavish hi-tech medieval castle, is 
the obvious product of a role player with too 
much money. Lord British owns an impressive 
collection of medieval artifacts and weaponry 
(think Gauntlet), including an “authentic” 
monster killing kit, replete with sharpened stake 
and silver bullets. 


The most poignant footage, however, comes 
in the personal interviews with gamers whose 
social lives have been deeply affected by the 
online world. Some players describe their time 
online as a casual diversion; others a drug-like 
addiction. One woman had a friend who quit 
his job to play EverQuest full-time. One gamer 
notes that certain games are designed to be 
played for hours at a time, making “in-and-out 
gaming” impossible. Another woman speaks 
wisely of failed flings prompted by online 
flirtation. 


The film makes you wonder about the amount 
of time you've spent online and how it 
compares to “real life.” Avatars Offline is filled 
with useful life lessons both online and off and 
offers a genuine resource for who want to 
learn more about the online side of the gaming 
lifestyle. -r/ 


Left: Lord British and “authen- 
tic” vampire killing kit. Below: an 
elvin Everquest player. 
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Pong Slumber Party 


Howdy! | just read issue #2 today 
and loved it! | wouldn't say I’m 
really a game freak but | just have 
lots of random memories from 
years past, like sleeping over my 
friend’s house and playing Pong 
ALL NIGHT LONG! Isn't that what 
all girls do at sleepovers? ...What, 
they don’t?! 


Rob 


Tapper 


| just wanted to say | loved the 
zines and my friend Peter did 

as well. Very much so. It’s funny 
because he runs a ritzy wine bar in 
Portland with my roommate who is 
also a gamer and they apparently 
would take turns reading the 
stories to each other behind the 
bar. ha. Thanks again for doing 
cool stuff. 


Ezra Claytan Daniels 


South Dakota Vidkids Wanted 


| think that your views on video 
games and the gaming industry 
are a breath of fresh air. | live in 
South Dakota... | Know what your 
thinking and yes it does suck to 
live here... anyways, there aren't 
very many gamers that follow and 
love video games as much as | do. 
| try to find gamers that have the 
same views as | do on different 
forums and whatnot but to little 


success. Thanks and keep up the 
great work! 


Evan Caron 


A Simulation of Something that 
Never Existed 


Great zine! | picked it up at 
Quimby’s here in Chicago. It was 
recommended by the woman who 
works there. Keep up the good 
work! 


Can you define the expression 
“Baudrillard simulacra” please? Are 
you an English prof or something? 


Jeremy Kitchen 


(Yes.-ed.) 


Activisionist 


Hey, | met your old classmate 
Kevin Ito a few days ago. | didn't 
realize he was going to be shorter 
than me. He asked what you were 
up to and | told him you were a 
video game activist. | have no idea 
why | said that. 


Julie Kim 


Actrees/Musician/Gamer? 


Your zine is really remarkable. It's 
nice to see a publication by video 
game enthusiasts. Isn't it sad 
how the arcades are dying? The 
feature on video game cinema of 


the 80s was really great. Do you 
remember that movie, it may have 
been late 80s, called The Wizard? 
Fred Savage’s prepubescent love 
interest is in a band now called 
Rilo Kiley and | thought maybe 
you'd like to know that sort of 
thing... 


Jon 


(So Jenny Lewis from Rilo Kiley 
and the Postal Service, a favorite 
at 1-Up headquarters, played 
the game coach in The Wizard? 
Wasn't she also in Troop Beverly 
Hills? —ed.) 


Video Game Zine, Okay? 


Excuse me, but | still don’t 
understand what 7-Up is all about. 
I've seen segments of it on G4 and 
I'm not sure what it was trying to 
imply. Does it mean that it puts the 
reader in his/her own cyber realm’? 
Or the author(s)’ own narrative? 
Does it have story and characters? 
| thought this was a good way 

of innovating proportions of 
videogames. Thanx and please 
keep up the good efforts! 


Anjiro 
dk 


ace- video game expert 
automated extremity- robot arm 


basic- language spoken by home computers 


bleeding- what happens to supernumerary elements on overloaded screen; they bleed to 


another quardrant 

bleeping sickness- nightmares brought about by playing too many video games 
bottling out- chickening out 

counting- technique in Space Invaders; you count shots to score extra points on 
Saucers 

dedicated- not to be reprogrammed 

Fatboy- big saucer in Asteroids 

humanoid- power-pack in Defender; also someone who hangs around arcades 
hyperspace- warping to another quadrant 

learning the board- getting the hang of a machine 

lemon- the muncher in Pac-Man 


loop- repeated execution of series of instructions 


lurking- technique in Asteroids; you hang around waiting for Pimples (note: not 


possible in Asteroids de Luxe: Pimple’s first photon will destroy last boulder) 
microworld- autonomous world of individual computer 

munching- point-eating in Pac-Man 

pimple- small saucer in Asteroids 

poke- instruction allowing you to store integers in a specific place in memory 
rack- a wave or “sheet” of aliens 

Space Avenger- the highest rank in Gorf 

vidkid- a young video addict 


wraparound- capability of leaving screen and coming back the other side 


(from Invasion of the Space Invaders by Martin Amis) 
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Our Guide on How to Get Totally Video-Gamed Out 


Issue 1 

$7 pod 

The debut issue includes a feminist reading of Um 
Jammer Lammy, “Arcadeploitation Films of the 80's,” 
“How Tetris Saved My Mind,” rules on arcade etiquette, 
“Pac-Mom” comic by Martin Cendreda and more. Each 
issue is handmade with a silkscreened cover too. 


T-Shirts 

$18 ppd 

Featuring Olive on the NES 1’s and 2’s, the 1-Up t-shirt 
pays homage to the lightening fast reflexes of game 
geeks and turntabilists alike. 

Boys M, L, and XL, in Dark Blue 

Girls M/onesize, in Dark Blue and Brown. 


Please send orders to orders@1up-zine.com 
P.O. Box 361135 Los Angeles, CA 90036 


Issue 2 

$7 ppd 

The second issue features the mesmerizing 3D 
silkscreened cover, complete with 3D glasses too! 
Features “Il Hate/Love E3,” Asian video game piracy, 
interviews with Walter Day of the Twin Galaxies 
Scoreboard and video game cover band the 
Minibosses, as well as comics by Martin Cendreda and 
Dave Kiersh. 


GD 
1-U P Defeat, and Staying 


Invincible! 


Call for Submissions 

Submit your video game stories, comics, art, and 
criticism to raina@ 1up-zine.com. See Tup-zine.com 
for guidelines and submission deadlines. We are 
interested in video games as cultural experience, an 
influential medium that affects the way we live. No 
cheat codes or game strategy guides, unless it’s really 
fucking cool. 


For Issue 4, we are looking for content on pinball, 
weird video game playing habits, handhelds, and 
Role Playing Games which will possibly be the issue's 
theme, because they rule. Waka waka waka! 


Advertise in 1-Up! 
Contact raina@1up-zine.com for rates. a 


VISIT EPOXYPRESS.COM 
FUR COMICS, TOYS, PRINTS 
ANO OTHER GREAT STUFF. 


WOM THE COMMUNITY! 


Classic Gaming Interviews, Fan Fiction, Articles 
Crosswords and other Puzzles, Message Board 
Collectors List, Game Sales, Links, Postcards 
WGDG Video Game Radio, Release Lists, News 
Trivia, Online Arcade, Comic Strips & Humor 
Chat, Weekly Prizes, and much MORE including 
Modern Day Publishing for Classic Consoles! 
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ALL VIDEOGAME RELATED! 
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Chris Baker has written for EGM, XBN, Blender and Maxim UK. 
He’s one monkey away from completing Ape Escape. 


Mike Benson is a videogame journalist who lives in Los Angeles, 
making a living as a television hack. Between cult movie 

nights, Golden Girls reruns, and Halo parties, he co-founded 
RobotStreetGang.com, a website devoted to the gaming lifestyle. 


Martin Cendreda occasionally works on a comic called Dang! His 
doodles can be seen in such publications as Giant Robot, Peko 
Peko, Arthur, Dazed & Confused, and Sturgeon White Moss. He 
likes donuts and chinese food, but not together. Browse him at 
www.zurikrobot.com 


Jordan Crane had a big BM this morning. He is a factory of 
comics, fine art prints, and illustration, all of which can be found at 
www.reddingk.com. 


Mark Dischler is the publisher, designer, and architect of A- 
Diction.com, and a Street Fighter player. Best characters are 
Blanka, Dhalsim. 


Greg Fiering really hates writing these things, and has a mental 
block that won't let him do it. He wants either John or Raina to 
make something up for him; it’ll be funnier than anything he’d come 
up with about himself. 


Justin Fogle is a good person. People like him. He is going places. 
He foolishly makes music and color pictures, and likes to dance in 
front of the mirror. He belong to the NES generation. 


Kim Haden plays video games, writes music on her Triton, QY100, 
and now Gameboy. She is currently in search of a mint condition 


Medieval Madness pinball machine. 


Ed Hanson is the Managing Editor of A-Diction.com. Multi-system 


gaming afficionado and math head. Some gaming genres of choice: 


RPG (including Roguelike), puzzle, platform, classic/retro, and the 
bizarre/unique. 


Sammy Harkham was born in 1980. He is a cartoonist based in 
Los Angeles. His books can be seen at www.avodahbooks.com. 


Dave Kiersh likes comic books, air hockey and rollercoasters. 
Occasionally he puts out a zine entitled Dirtbag. 


Julie Kim is a zine writer and rogue architectural assistant 

with questionable taste in music. Please visit her website 
ranchocabeza.com for information on how to order her zine, Let's 
Make Muffins. 


kozyndan are livers lovers drawers painters eaters gamers and 
wacky tabaccy smokers. Geeks dorks freaks losers bruisers 


schmoozers and expounders of the indoor lifestyle. Are you 
pleased to meet them? 


Raina Lee is a freelance video game journalist, zinester, soon-to-be 
Media Studies graduate student. She likes sewing, R- Type on PC 
Engine, and Pet Sounds by the Beach Boys. 


Laura Martin was 8 years old when she made the spectacularly 
detailed and yet laughably incomplete guide to Super Mario 
Brothers. She got her Nintendo from a rich lawyer who was trying 
to impress her mom into dating him, and now squanders away the 
hours lounging on Lovely Series furniture in Brigadoon, her Animal 
Crossing village. 


Gus Mastrapa is a freelance journalist and cofounder of the video 
game culture site Robotstreetgang.com. He is currently playing 
Animal Crossing, A Tale in the Desert and Mark of Kr. 


Eben Miller is six feet tall. He enjoys candy and soda, and 
continues to confound friends and critics alike with his small models 
made from paper and drawings of ninja turtles. 


Saelee Oh’s favorite video games are the ones with no strategy 
because she’s not very good; if she can win by just pressing 
everything a million times, she feels great. One day she’s going 
to find a Ms. Pac-Man cocktail table at a garage sale and play it 
everyday while snacking on pretzels with Souther. All others are 
invited to come over and play for free anytime. 


John Pham is a comic book artist. He self-publishes his 
own work which includes toys, prints and t-shirts. Go to 
www.epoxypress.com and you will be rewarded. 


Matthew Salata makes SID tunes sound sexy. 


Souther Salazar grew up on a gravel driveway beneath a million 
stars. He loves to jump over parking meters and play Ms. Pac-Man 
with Saelee. 


Todd Urick. Central Valley Sloppy eater. Take your shoes off before 
you walk in. We don’t eat out of the cat’s bowls, and they don’t eat 
out of ours. Eat a sloppy joe in the shower. LAZERBOAT2003 WEB 
should be up in Summertime. BLIP BLIP. 


Megan Whitmarsh makes comics, films, and art and lives in Los 
Angeles. 


Kenny Wright is an ambient composer from California who has 
grown up playing video games. He has enjoyed the efforts of many 
systems, from the Atari 2600 to the PS2. Check out his website at 
aureate. diaryland.com.#® 


BASIC training (see page 98) 


Here's a small taste of programming for those of you who may 


have forgotten that long ago, we used to make our own games. 


Special thanks to Ed Hanson, who wrote this program when he 
was 7, and to Mark Dischler for facilitating the whole thing. 


Instructions: 


1. Refer to the code on the page after next. It was meant 
to be run on the TRS-80 Color Computer, so chances are 
you're going to need an emulator. 


2. Get an emulator. 
Mac: Go to Attp://emulation.net/coco, Download 
Virtual Coco and the “ROMs to Virtual Coco.” Unzip 
both files, making sure to place the ROM file in the 
vCoco folder. Launch vCoco. (note: this should work 
in OS 9 as well as OS X, the latter under “classic 
mode"), 


PC: Download the zip archive from htto://discover- 
net.net/~dmkeil/coco/ (the link is located at the 
bottom of the page). Unzip all files to a new directory. 
Run COCO.EXE and type in the BASIC program. (Tip: 
Use “Shift+F10” to exit the emulator.) 


2. Type in the program, making sure to have the “Caps 
Lock" key on, and to retain all the formatting as it is 
printed (Spaces, commas, etc.). 


3. Type RUN, enjoy. a 
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